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The fastest sctfi 
arcade game yet. 





Victory House Leicester Place 
London WC2H7NB 
Telephone: 1-43 9 O666 



Spectrum 
CBM64 
and Amstrad: 



£8.95 



Can you become 
Earth's Xeno champion? 



1 or 2 player 
option. 
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Cover by Oliver Frey 



HOT STUFF FOR MARCH 

It LITTLE COMPUTER PEOPLE 

Meet Otis and the rest of his clan with a special 
Inrtt page review, er. eapertence. 

88 DRAGON'S LAIR 

Not .in Accolade but it's well worth a two page qo*- 

our spread> 



THE MAJN HEADINGS 

SEWTOftlAL 

Now listen everybody this is your Edilor speaking. 

SON THE SPOT 

Another jocular jaunt through your scribbled let- 
ters with Saffron, 

31 AMT1PS 

More tips than the Himalayas. Tony Clarke puis 
them through the tr paces wilh maps olFIRELORD 
andlNFQOROlO 

39 ADVENTURE 

Rob Steel passes judgment on a couple of new 
Medallion adventures and Silicon Dreams from 
Level 9 

52 COMPETITION RESULTS 
Two whole pages of winners! 

56 AMTECH 

Mr Clare's digitised bit (n the middle 

67 THE USER CLUB 

Crumbly pulls the nation together. 

TO STRATEGY 

The warf aring couple Owen and Audrey Bishop 

prepare for the onslaught. 

1M PREVIEWS 

Uncle Ricky tells you all about some tuverly games 
coming from Software Protects, Melbourne 
House and AMgata. 



SPECIAL TREATS FOR MARCH 

4« THi fUUNPRO FK1 

Richard Eddy pays a flying viiil to Fteinbtrd't head 
quarters. 

73 SHOW OFFS 

Malcolm Harding takes a quick look at January's 

Amstr ad show. 

75 THE MT GALLERY 

More meandenngs, courtesy of our regular Art 
Cnitc. 



CRAZY MWPfTrnOHS 1 

3B WIN A LITTLE PERSON! 

Help Otis reassemble his house and get a new 
i for your trouble. 



S3 WORtfl GAMES OlWETTnON 

Win a holiday with US Gold 

66 WIN A ORAGON TWO 

Some rather nice artwork antt copies of Dragon's 

Lair It up tor grabs. 

70 GRAB A CHETTOBLASTER 
Wilh tots of k>ve from Hewsons. 

7B THE COMP DISC COMP 

Win .i portable Compact Disc Player In this 

month's mega comp. courtesy of Malcolm and 

AMT1X1. 



We've got something special for you next issue - 
find out what it is m (he April edition on sal* the Sih 
ol March. 
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OLIVER REED 
THUNDERBIRDS! 

m PSYCHEDELIC FURS 

■ OUR MAN IN MANCHESTER 

■ WHO'S HAD WHO 

■ ARE YOU A LAD? 

■ MARY WHITEHOUSE TALKS DIRTY 

■ LLOYD MANGRAM TALKS BACK 

■ THE ICEMAN CLIMBETH 

■ GONE WITH NOAKES 

■ REAL-LIFE GHOSTBUSTERS 

■ ROCK ON VIDEO 

■ STATION TO STATION 

■ HUNTER S MINSON HITS THE SWEDES 

■ WIN A JACKET! 

■ WIN A COMMANDO! 

■ WIN ANOTHER TOMATO! 

■ WIN AN ALP! 

■ WIN A SOUL! 

■ VIDS/BOOKS/MUSiC/FILMS IN FOCUS 
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MORE CHANGES TO THE COVER! 



What's this 1 hear you say' You have 
changed the cover again. Comjd 
but ri's realty aM your fault. For 
some Lime now readers have been 
suggesting more prominence 



should be given to the word, 
Amstrad. on the cover, and at last 
I have been able to persuade Giver 
to carry oul the necessary artwork. 



A RE-THINk ON RATINGS 



As I wnie we're juai coming to the 
end of another busy schedule, lis 
been quite a hectic month one way 
or another - what with ihe Amstrad 
show and all that followed after. 
There's also been a fair number of 
new games arriving at ihe lowers. 
Unfortunately of the Z9 that am ved 
only one made n 10 the lop. L/tth 
Computer People - and even mat 
ism a game m ihe strictest sense 
ol the word! However, we d«J give 
Draoorts Lmf and Football For- 
tunes a more space than is usually 
allocated to a review because the 
team left they deserved it. Sadly, 
ihe vast majority of games ail 
appeared mediocre, lei's hope the 
situation changes for the next 



and Massimo have 
been wan d ering around for a few 
days with a big "think bubble" 
above their heads. The reason? 
weii, its these Accolades . . . 



Since the beginning they've only 
been awarded 10 games thai lop 
90% an the "Overall" mark. From 
now On that's being dropped* 
We're gcnng to become more flexi- 
ble - in future Accolades wont 
necessarily have to get 90% over- 
all - they can gleefully hover 
around 85% and upwards and still 
earn a coveted award However, as 
another measure ol greatness we 
are introducing the three page 
Accolade, starting th«s issue 

Games which really impress the 
team wdl be given a highly detailed 
review - you'll nobce IN* with UC P 
which also includes the absolutely 
official detailed guide to an LCP 
abode on the following page, By 
including this service we hope to 
be abie to give you a fairer assess- 
ment of enceWent games, which in 
turn should help you. the reader, 
decide whether or not to buy any 
particular game 



GAMES REVIEWED 








Ace Cascade 


83 


Jail Break Konami 


80 


Apache Gold Medallion Gold 


Uttte Computw People 






40 


Arfivtsion 


16 


Acre Jet Micro Prose 


93 


Marble Madnase Melbourne 


Brian Clough a Footbea 
Fortunes CDS 




House 


23 


100 


Peter ShJIton'a Handball 




SOOcc Grand Prix Actnnsior 




Maradona Grand Slam 


26 




102 


Professional Snooker Code 


Dandy Electric Dreams 


B1 


Masters 


97 


Dodgy Geezers Melbourne 




SAS Assault Course 




House 


41 


Code Masters 


97 


Dragon's Lair Software 




Silent ServfcaUS Gold 


25 


Projects 


sa 


Silicon Dreams Rainbud 


39 


Escape From Khoshima 




Space HarrferEMB 


96 


Atlantis 


42 


Super Robin MoodCode 




Explorer Electric Dreams 


84 


Masters 


96 


Footballer Of The Year 




The Great EscapaOcaan 
TT RacarOigrtBl Integration 


92 


GremJtn Graphics 


24 


26 


Hardball Am soft 


96 


VamptreCode Masters 


96 


Hijack Electric Dreams 


21 


VIkingaKele Line 


65 


rfyperDowi MastertrorMC 
1942 Ekte 


95 

91 


Winter Wonderland Medallion 
Gold 40 


impossabeJl Hewson 


27 


XevtousUS Gold 


62 


mfodrotds beyond 20 


,21 


Yki Af Kung Fu ((Imagine 


23 

■■ 
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4 Smash hit games in one pack — Only £9.95 
available on Spectrum, Commodore 64 & Amstrad 




DURELL sales dept.. 

Castle Lodge Castle Green, Taunton, Somerset, TA1 4AB, England 

Terephone (0823) 54409 & S4029 

software getting harder 





ossee 





Commodore 64 available November 20th 
Spectrum & Amstrad available February 



»!• t«l 



Sulci dept.. 

Castle Lodge, Caitte Green. 
Taunton, Somerset TAI *AS 
England i>t»p#»n»(OMi|*M*««*4M+ 



HRP E9 95 ■ 

- 

Tr^de enquiries to Qentresoft 
on 021 156 3388 



software getting harder 



<&p* 
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CHEAP PAGES? I 

The snow has hit Ludlow? It's horrible. All while end 
cold. The water pipes have frozen up, the heating's on 
the blink and my garden is in a right state - the whole 
place is fust failing apart at the seams. Ho hum. Before 
we go any further with the letters t would just like to 
add my fourpenny worth to a reply to a letter in another 
Amstrad magazine. The letter asked the magazine why 
it fails to run many competitions. The reply stated, and 
I quote, "We don't want to flood you with cheap easy- 



THE PRICE OF LEATHER 



Dm* Saffron, 

Forgive me for I have sinned: in a 
moment of weakness I purchased 
an tfrleriot magazine because they 
offered me a free tape (wei you 
pay 50p extra tor the mag^frfer 
flicking through the pages I ' 
that rtwasn leny«heraa<; good 
AmbxfaP* 
AnywBj the real reason lor wffl- 
AOUtn <>-Agift Inatapf 
- adyenfur^Pbturnn of Issue 
review in question was 
4MbV Goddesses <^^t°H 
and it stated bailee for 

M J 95. So l lavHi ■ up and wait* t 
tor rny l» al software store 1 1 gt: 
how of a o&n> may ew 

ewritueltv iei head ol > ( the pnee 
weir, ichmonft 

-r-an i dKtd eftord. t teei that the 
ntWon responsible should be 
severely broRied lor this, as I was 



I 



very disappointed 

Luckily, whilst in thea tore ] saw 
Konamt's Qatr ap rtfrs and I 
purcha'i.Hi tn*t lele^d it's fab 
twaii with the «tc , ptt"fi i Green 
■f^err 
BGUbson. Waiurlooville. Hants 

Ph dear Oh deary me What a 
mistake! Walk 1 suppose you 
could forgive Rob ^ineiour mad 
adventure men just this once, as 
he li reaty new to the too Aft*" 
all we're only human. Anyway. 
I'm gtsd yq j found a compilation 
you ere pleased with in the end. 
As a way of making it up to you 
I'm sending you C20 from Mal- 
colm's beer fund and awarding 
your epistle the honourable title 
of Letter Of The Month. 
ST 



LATE NIGHTS 



Dear Saffy. my darling (oops 

sorry). 

I nave written at least 40 letters and 

none of ttiem have been pnnted it 

you don t print iN» tetter I won 1 

reed your magazine any more 

(thai s ■ serious threat). 

In the January issue you stated 
that you and your taem stayed up 
the magazine te to 15 pm 
•Veil I |ust went you 10 
know I stay up until It 00 pm some 
nights wniing to you m the hope 
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inai my letters, yes mine, win be 
printed *> the moat important pan 
magaiine. On the 
Spot 
Jonathan C*i*. Exeter, Devon. 

Now there'll no need to thnaaten 
m» Hka that. 01 course I'M print 
your letter*. 1 1 ' * n ice I q think that 
" i spend that much time send - 
your serawts to me. Very ttat- 



to -produce pages that give no information or enter- 
tainment , . . ' Competitions are not 'cheap'. Jiust take 
one example in this issue - the LCP comp - 75 copies 
of a £14,95 disk game! That's well over £1,100 worth of 
prizes for one comp? As for entertainment I think that 
can hardly be applicable to bur competitions. But then 
again, they may just be referring to their competitions. 
Over to you . . . 




I 



PRICE 




PLEA 



Saffron, 

The quality oi software is on the 
increase for Amstrad machine*. 
Games Nke fxtaton and Tampeef 
show us the Amstrad's power and 
capabilities 

Gone are (he days of Ameoft 
and Ocean Paying CS.95 or a ren- 
net for a game m a traumatic 
experience for some so L have 
d e ve lop e d my new system. Take 
heed software houses} I believe 
that games prices should be 
developed to, say, £5,95 at the 
moat. This would stamp out 
pa-ncy . because everyone would 
buy the ongjnal because 01 its tow 
price. Thus, software houses 
would do a* much trade as ihey 
have always done - maybe even 
more. Think of H. 

I Purchased a great budget 
letease from Code Masters 
Terra Cogr»fe. lis brilliant, bniiiani 
work from Stephen Curtis - author 
Of tnfo Obfimfn, NonterrstQUOQUS 
and 19*2 - Bite's awful attempt at 
egame. a programming feat which 
l would be ashamed of, and at 
9 95 1 fume' 

Richard Spence. HWsborough, 
Co Down, Northern Ireland 



Your view on prices Is 
shared by many readers — If i 
me solution was so simple! 
Software houses just ereni 
convinced that they would sell 
loti more games at CS.95 - it 
costs Just aa much to duplicate, 
package and ship a gam* whet- 
ever the sailing price but the 
amount the software house 
receives fto 
development 
mentl is directly proportional to 
the seeing price, It isn't econom- 
ical to produce a pompweated 
that raguires a lot of 
i ttme and then eel 
it for much lees than 'full price'. 
Or so the argument goes- Maybe 

one day things wm change ■ ■ . 

I'm glad you're pleased with 
Code Master's product. They've 
got another three gemes out this 
month ell oi which took pretty 
good and welt worth checking 
out Your thoughts on 1943 are 
echoed by the team .. . asyou'M 
see when you reed the review 
1 



ST 
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CHARTING OPINIONS 

Dear Saffron 

Heeerres my top five software 

companies: 

1} Oram*! QnpMca. All of 9w 

game* have t»6fi of a vwy Ngfi 

c^ity. end there has been a good 

few oft 



2) Elite. *jn MteiKors is last, great. 
and most of Eke*'* other games 
have been quite flood Keep t upr 
3jaUkio-<J» Ntverabedgartn. 
one of «Se faw maependem 
sottvaare house teti 

4) Qetgoyte Oaf*** . A good repu- 
tation for good arcade adventures. 
but at last they have released an 
arcade game (Ljgnffdrcat 

5) Durei.The learn from Somerset 
continue to come up with great 

Ces . all of wh>c h are innovative, 
a you have rtl Back to the let- 
ter, ■ do not rvund paying £9.95 for 
a game so long as it is good US 
Ootd m my opinion deserve all ihe 
stck they get, and more for all their 
C9 95 np-ofts {Infiltrator. Return to 
Of. Zofto. Omrnbusters etc.) I just 
hope Super Cycle will as good as 
the Commodore version. 

Why can't companies provide 
key define options on the* 
games? Mestertronk: Key Com- 
binations are awful (and I do have 
a joysttcfc). 

Thanks, for listening 
Jon Russell 

Anyone alee out than ilka to 
•end hi their Top Five software 
house*? 
ST 



LOOKING 




FOR AN OASIS 



Deer Saffron 

Congratulatkins on a much 
improved AMTIX' since Issue 11 
the meg has improved in both 
quaWy and quantity 

Now lor the nitty gritty perl of 
the letter Could vou please prod 
the guys (and gem} at Oasts with 
your broly? I wrote Off to them in 
September about soma problems 
with Laser Basic but may have not 
yet r e pl ie d I even sent me card at 
trie bade of the manual. About a 
month back I wrote another letter 
to complain but had it promptly 
sent bach with no reply' strange 
heyf Have may moved? if so, to 
where? I am very annoyed 



motorbikes) In Europe they also 
tend to release games much 
quicker - I managed to get 
Giaowor igroani about June/ Jury 
end Cametof Warriors about 
October. 

Meardo Sueiras, Lymangton. 
Hants 



because t now have no reply card 
necessary to writ* to them l know 
that iheea large companies an 
hard to run but fapent two hours at 
Electric Drea m* and they 
seemed to cope. 

Another thing » why can't you 
m ak e your scoreboard bigger and 
cover a wider range of games, late 
m Crash and Zzap? 

[ad you know that in Europe 
there are many top quality prog 
rams which may ne v er come over 
here I have several, such as Zan- 
*on„ SOMoontxiggY, Bou/dordaafi 
3, Robbot (from ERE) and Grand 
Prix SOOoc fjk* Pitatop 2 bul with 



From the top . . . Oasn are now 
owned by the Ocean IO label. So 
you're probably better of writing 
to Ocean - Gary Bracey to be 
precise. If he can't help you he'll 
put you In touch with someone 
who can. A larger scoreboard is 
an Idea II put to Gordon (Mr 
sophisticated) Drue* who takes 
over ea Art Director this month. 
On the subject of foreign games 
SCO oc fs h*r*l Wet, (uit It's 
coming over c ou rt es y of 

I nrli-kmlm u4« i 'ill lain 111 M%*4 M 

i^oncieia via ncuvmon ana n 
Acllvlelun hadn't been snowed 
up It would have been re v ie we d 
in thre month's Issue, Next 






the European connection 
Ing - maybe I 
Crumbly kite 
me on a fact-finding 
mission. I've always fancied vis- 
iting Paris In the Springtime) 



CUT PRICE >§ >s >s 





Dear Satfy, 

I am net a regular reader of your 
column as I own a Spectrum, so t 
am usually found reading a copy 
of CRASH However after reading 
the AMTI3* 1 (December issue) bor- 
rowed from a friendly 'Amstet ' of 
the label. John Murray (there, 
you've got a mention now John 1 ) 1 
noticed you put out a plea tor 
people who had been messed 
about by a software company to 
wnte a\ Weil. I am one of the many 
, cams. 

I sent an order lor Pentagram to 
Cut Price Software ages ago. 
Just after ordering it I found I had 
won a copy of the game m a com- 
peti(>on. I wrote to them asking 
them lo cancel my order and give 
me my money back No money 
appeared, so t asked them again, 
and again Finally Pentagram 
appeared through my posl box, so 
I sent it back to them with a nice 
letter Saying how I would like my 
money back and gnrtng a full exp- 
lanation 



StiH no reply or E7 J 5, so I sen! 
them numerous letters m a plea lo 
get back my hard-earned cash 
When i finally sent a letter by 
Recorded Delivery iney sent back 
my letter saying simply that they 
nad not received the game. I know 
there is net much chance of get- 
ting my money back now. but I 
would hk« to pass on the details of 
my dealings with CPS because I'm 
not very happy 

There, that 's let off some steam 
John Hay, Evelix, Dornoch 

Mmm. it does sound like a rather 
unfortunate tale which seems to 
have a lot to do with bad timing, 
CPS probably aren't under any 
obligation to refund your money 
just because you've changed 
you* mind about buying Pentag- 
ram, If the cassette didn't load, 
ot was damaged, then you could 
argue (hat il was not of mer- 
chantable quality and demand a 
refund under the terms of the 
Sal* of Goods Act. 



Changing your mmd after 
you've bought something 
doesn't automatically entitle 
you to take ii back to the shop 
and get a full refund. A credit 
not* might be forthcoming, but 
aa far at I know the supplier 
doesn't have an obligation to 
issue a refund, 

There are some naughty 
people in the world who try to 
'borrow' games from shop* and 
mall order companies so they 
can pirate them and suppliers 
are getting a bit wary of chang- 
ing games and giving ratunds. If 
CPS didn'1 receive your copy of 
Pentagram I can understand 
them refusing to give you a 
refund - 1 always send important 
things through the post by 
Recorded Delivery as it only 
cost an antra twenty pe* and 
saves this sort of argument. 
Thanks lor your views, oh 
CRASH person. 
ST 




rWK-YOU 
LETTER 



Dear Ms Saffron Trevasius 
I couldn't bekeve it when a smei 
brown parcel equall y dropped 
through my letterOpx containing 
the Drue I had won about six 
months beiore The competition in 
question was your ' LAtSCV BAND" 
competition Thanks |d Design 
Design anyway. 

Looking back into last month's 
software I saw Bonctt Heed 1 II 
which tram your review certainty 
looked a disgrace How can US 
Gold and a lot ol oihor software 
companxe* produce such useless 
software - * Where was the prog- 
rammer taught? Teachers at our 
school have written better prog- 
rams than this Why don't software 
houses gel some kgjs to last 
games out, before they rets as a 
them'' We are ihe people who btfuw 
their programs so we would be the 
best people to cniiciae them. 

Thanks to Beau Joky who hate 
brought out some bnlliant compi- 
lations Thanks a Iso goto Elite arid 
Actrvtsion who h«ve brought out 
some really niegg* games Your 
magatine has leafy improved i ivet 
t ho last few months (espeoafly the 
logo. I couldn't stand the last onet 
are still a lew Thing* you 
— 1 do to mpfoee the 
though 

a) Lengthen AWTTlPS 

b) Shorten A*A7ECH, but bnng 

back LFTTEimECH 

d increase adventure section 

Won though I don't like playing 

adventures I tike reading Ihe 

reviews. 




Thanks for the Meg,i Mag, 
Andrew Webstar, Keyworth, 
Notts 

What a polite fellow you are 
Andre wt tt'd be a good thing If a 
few more of the residents of 
AMTIX! Tower* had such good 
manner* - 1 regularly have to 
brew* that rude fellow Dick 
Eddie and the ignorant Techno 
Tony to remind them that 
' please ' and 'thank you ' actually 
exist and are words that should 
be used regularly 

Our Doc Martened Publishing 
Executive ha* decreed dial w* 
should run an AMTIX! question- 
naire very soon to find out a bit 
more about what reader* like 
and dislike about our magazine. 
(They do the same thing over on 
CRASH and ZZAP1 every year.) I 
expect everyone to vote for my 
sections of the magazine or I'll 
have to peace * bulk broMe 
order, buy a Railcard and start 
travelling the country paying 
readers tittle visits. . . . 
ST 
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A QUESTION OF ART 



Dear Saffron, 

I am qurts new to the wood of 
Amstrad computers. In fad I have 
only owned my 464 for two and a 
half months, so I was wondering If 
you could answer the following 
ojuestnns for me. 

1) What is the cheapest decent 
disk dftve avertable for the 4847 

2) ta « worth buying a colour TV 
modulator'' 

3) What i$ ihe heat an program 
available? 

4) Where can I coniact the best 
Oe cheapest) software hiring firm? 

SV Why was there an advert for 
Super Soccer, wtiiehisonlyavaita- 
We for the Spectrum on page 107 
of the xmas edition, of AMTlx? 

6} What do you do with all your 
games after the reviews? 

71 Can t have them"? 

Hi Does this letter earn the star 
letter spoV 

9) Where d*d you buy your 
brony? 

Simon Macheil. Wallasey. Wirral 
PS I think the new logo is brilliant 
much better than the old one 



Tp save time and apace let's get 
straight down to business . . . 

1. Tony says you can only buy 
the Amstrad disk drive and rt 
cost* £90. 

2. Yes- You can generally pick 
on* up for about seventy quid. 

3. If you wait a month there's 
the Advanced Art Studio Irom 
Rainbkd coming out, Rich took 
a look at it and it's pretty good. 
However, it's only for the 6128. 

4. I'm not sure. However some 
magazines carry adverts for 
them. 

5. Btg mistake* by the produc- 
tion department. They've been 
severely broliied . . . 

6. Once the game* have been 
reviewed they art on several 
shelves fttovtr R*Ch*§ desk and 
are used again for testing 
POKEs and maps for the tips. 

7. No. 

B. Some hope! 
9. Woolwocihs £4.90. 
ST 



OF AMBYTE 



*^_^ 



Dear Saffron 

I think you're fantastic, great and 

brtWant But enough of the hes . . . 

er I mean compliments . . . on to 
the gM ol my letter. When I wrote 
to your esteemed magazine 
before and praised Ambyta, I got 
a mce sarcastic repty an about 

who the heck are Amoyie?' Wall. 
I'M tei you. Ambyta are a great 
company, who, if your order coim- 
tunas two games which add up to 
C15 00, will allow you to buy 
games on disk at the tape prices. 
For example I bought Bounder, 
Winter Games and Ftnders Keep- 
ars for E2f 00 Aa you can see from 
that, you can buy Master! ronic 
games. Firebird budget games 
and fantastic games like Sptndxzy 
and Bounder. 

Secondly. I daim "golden goo'* 
of the month: iust what is HOSTS 
'AT GOBLINS? {Page iQB. issue 

16) 
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Why 1 he prottieration of Alien 8 
type games in the Christmas Issue 
(I counted seven}. 

Well, that's all lor now 
Paul Robinson, Brentwood, 
Esse it 



Oh, THAT Ambyte! They sound 
jolly good end In fact Cnjmbly's 
ex partner In crime at AMT1X! 
Towers, Jeremy Spencer, has a 
lot to do with the discount disk 
dealers. I don't suppose the fact 
thai you live in Brentwood, 
Ambyte's home town, means 
you have anything to do with 
them? 

Feel free to be the Golden 
Goof for March Paul! 

There were a lot of 3D games 
around Christmas. Obviously 
companies feeJ people enjoy 



ST 



SEEING STARS ***#**#*** 



Dear Saffron 

I was greatly surprised el the letter 
from John Mason in your Christ- 
mas Special with regards to those 
Blue Stars of US OokJ and your 
calendar as I am also one of the 
nutters to think this could be on 
the up and up: as I saved these 
Blue Stars and wasted postage on 
sending the calendar tut of Blue 
Stars only to receive a letter from 
US Gold stating I have to have 
their Red ones also. Wall I have 
quite a few of US Gold's games 
and 1 have never seen any Red 
Stars (only when I hit my head on 
the table*) so what about the true 
explanation'? 

I am not going to grovel to gel 



Ihis printed (that's why I am * 

mis and not putting it on my Epson 

Pnnierf as I have always enjoyed 

AMTlXi 

Stan Foweii. Degenham, Essex 

It would appear that you are 
another reader that feels 
cheated by US Gold and their 
red Star gift system. Unfortu- 
nately, there's not a great deal I 
can actively do apart from give 
you space to air your complaint. 
Try getting In touch with Richard 
Tidsall at US Gold informing him 
which US Gold products you 
have bought over the past year- 

mayfre he will help yog put. 

ST 



LETTER FROM SUNNY 
NEW ZEALAND 



Dear AMTIX! 

tt's not ail plain sailing down in little 
New Zealand We didn't start get- 
ting AMTIX', Amstrad Action and 
Computing with the Amstrad 
(sorry to mention them) here until 
Issue 7. and them when the shops 
do get them m. they're like gold - 
not many of them and hard to get. 

Amstrads have almost taken 
over here and at least five schools 
in Auckland now have them. They 
have bean on television and every 
computer shop setts them 
(whereas Spectruma are well and 
truly dead here ((dig dig)}. So how 
about exporting some more so us 
poor en -colonials don't miss out' 

Another point about your 
magazine It is now December 
when I 'm writing t his, and I m read- 
ing the latest edition here, Sep* 
temper - that's 3 months' delay, 
No chance of enienng competi- 
tions, and all the reviews are old 
hat . So, H you do publish this letter; 
I won't be able to read it until about 
April or May 19671 flhe Pony 
Expess was tasteri) 

Now on to the subject of 
software, rt may interest you to 
know that at present I have 300 
games, on disk and tape, and that 
90% of them are copied, it's not 
that there s no laws hare against it. 
it's iust that nobody wants to 
enforce them, pirates here have 
built up a kind of Mafia set up. 
where we have a dub meetings 
and ptrate masses of software. I 
fry to keep up with the tat est lilies 
and have every one of your games 
in the top 20' My favourite is Llgftf- 
force excellent graphics and 
sound and really addictive. 

The main reason tor all this 
hacking is the price: an avenge 
disk game coats 60 dollars and a 
good disk game costs up to 90 
dollars- Ves 90 dollars for a gamef 
h's an incredible amount, so pirat- 
ing is the only way. either that or 
have no games. I have often 
inquired about direct mail orders 
from overseas, but Ihey can take 
from 3 to 6 weeks' (can you 
suggest anybody quicker, say 



within two week delivery by air) 

I am kn a wheelchair, so the com- 
putet plays a big part m my life. I'm 
at it all thehme, programming and 
hacking {and playing ol course.) 

Wen. I'd better stop now. or else 
it will cost too much m stamps 1 
Before I go. do you think you could 
run an overseas competition, and 
say gtve six months to enter. That 
would be exceweni We have to 
rely on overseas magazines fake 
yours lor news and stuff as there 
are none made m New Zealand, so 
keep up the good work, we need 
rt. Thanks. 

Richard Goulslone, Auckland, 
New Zealand 



Oh deer. What a confession 
you've made Richard. I'm afraid 
I cent agree with you that pirat- 
ing games Is okay even when the 
Kice of software is Incredibly 
gh. Stealing is stealing, end if 
software prices in New Zealand 
are so high il just could be 
because so many ol you New 
Zeaianders copy games thai 
Shops know they are onry going 
to sell a few copies of a game. 
Things won't get any better a* a 
result of organised piracy and 
the day may come when 
software houses refuse to allow 
their products to be Sold In your 
beautiful country. 

Why not drop Auntie Aggie at 
AMTIX! Mail Order nn Aerog- 
ramme? (She lives at POBOX 10 
in Ludlow and is regularly wrap- 
ping up little parcels of games to 
send to readers In far -flung 
places where the price of 
software is so high it brings 
tears to the eyes,) 

As for special overseas com- 
petitions, the Powers That Be 
Bay they just wouldn't work, but 
I'll go arid see them with my brol- 
lie and see if I can get something 
sorted out for you and all our 
other oversees readers . . . 

Oh, and Happy May. Or should 
thai be June! 



y\ 



■ 
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WIGGLY II 



"?K^r 



Daw Saffron 

In your last excettem OTS you 
had a letter about the Problem 
Aitti Wiggry Things*. I too have had 
this expsnence- For Christmas I 
received a Qutckshot II Turbo and 
i broke two days later So, I took d 
back to the shop end got another 
- and guess what? n broke 1 I've 
got my money back no* but I still 
have doubts about (he Qtucksrtot 
family Could you tell me what your 
frvo favourite joysticks ere as you 
did say that you were the leading 
export of Wgqly Things 1 

Philip Hobun, Beverley. North 
Humberside, 



Now then Philip, let me think. 
Climbing up at number five It's 
Komi with their peculiar one 
hand wonder the Speedking. A 
nan mover at four for Euromax 
and their Competition Pro 
(£16.45) but hurtling up into the 
number three slot it's the Arcade 
Turbo (£22.95) another riser for 
Euromax. Retaining the number 
two slot is Euromax once again 
with thei r Micro Pro (€1 0.95} but 
this week's number one le the 
totally amazing Euromax with 
Professional Phis at the amaz- 
ing price of (C 19.95). And that's 
your lot stick pickers. 
S7 



A FIERY OUTBURST 



Dear Salty, 

I've a tew ports on DureM's latest 
game. Thanafos. They've got it 
wrong according to legend, dra- 
gons have four legs. TTunatos has 
two. and should be thereto™ das- 
sed as a Wyvem. 

Also. Wyvems don't breathe 

tire. » perhaps Uuraf should 

have called him a Oragen or a 

Wygan'. And how on earth o*d 

they get eight colours in mode 1 ? 

Aa lor the Terminal Man being 
scrapped. I think you ought to do 
another stnp based on AMTiX! 
itself Rich is a nght bossy-boots. 
Saffron beets everyone up wrth the 
brolly. Male's ttm invalid, and so 
on. I'm sure you could persuade 
Ok 
Robert Una. Mansfield, Notts 



Clever of you to spot that, Rob 
old fruit. However. I don't think 
Thanatos tftm Wygan would have 
•earned right. Sounds like a 
northern town lo me. netting 
eight colour* tnto mode one 
lent as difficult as it may appear. 
The technique is known at 
'splitting the screen' so that it 
effectively becomes two 
s c r e e ns displaying graphics 
independently. Clever stuff! 

There's been a lot ol talk 
about Terminal Man II but I don't 
thtnk Oliver wW include the joys- 
tick g unities - but your descrip- 
tion! seem lo fit the bIM. Oope. 
Malcolm's seen the Invalid com- 
merit and la in a foul temper 



DISKED OFF 



Dear Saffron 
Soon after hearing (he price Of 3 

rich desks was to drop to £2 95 I 
went lo WH Smiths and disco- 
vered they were selling them at 
£i 95, the original price, as were 
at the other shops m Plymouth 
What once should they be selling 
them for' 

Having had a companiive 
i e vie* of the best joy si cks and the 
cheapest pnnters how about one 
about modems and software lo 
drive them? 

i am sun a CRASH subscriber and. 
although not yet an AMTIX! sub- 
scriber, 1 would ike to know if I 
order software from you do I quai- 
rfy for the subscriber discount i If 
not can i order Amstrad software 
from CRASH? 
Jonathan Shaw, Liskeard, 



From the top. ., 
There were rumours that all 
Amstrad disks were dropping In 
price - but it hasn't happened 
unhrersafly yet. However, at the 
recent Amstrad show there 
ware a few discouni offers avail- 
able. 

I'M paas your companiive 
review idea on to to Torty who 
knows about Modems - so he 
teOs me. Jon, feel free to order 
as much Amstrad software via 
CRASH as you wish. However, 
after yOu take a took at the groat 
froable a-gogo give away Sub- 
scription offer this issue you 
may be able to get a game free if 
you subscribe? 

ST" 



OF GARDEN 



AND FISH PONDS 




DearBetoved, 

I'm warning you I have a copy 
of AA to hand and it you don't pnnt 
this I win be forced to read it, thus 

committing horrible hara-kin 
LM. It's ... ar ... er ... dri- 



Let's have a melalkc flash. No. I 
didn't want you lo indecently 



batk please 1 ) I meant lei's have 
the metallic effect back on the 
logo. 

Keep up the good work. Lots 'it' 
lots oi reviews 'n' previews and 
adverts "n" features. 
Rob Moore, Darton-in-Furness, 
Cumbria 

PS You remind ma of a garden 
gnome overlooking the hsh pool of 
etisience. 



No! No! Don't do rU Look, I've 
printed the tetter. Now don'i do 
anything silfy, I haven't had that 
much response to t_fM. I'd like 
to hear views on our Chrtsay 
present to you all. 

The metallic flash is an 
interesting Idea, and one that I'M 
put to Ottver. Incidentally, you 
may have noticed that we've 
new Amstrad strap 



what the magazine's about 
when they see it on the shelf 
Just thought I'd point that out to 
stop people) enquiring why! As 
.for the g no m e ' like existence, I 
sometimes feel like diet but I 
think, on the whole, CTO IS SO 
Intera cti ve that I'm In the pond 
myself. And what a more rt s 
wed 
ST 
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ENSURE YOUR 
REGULAR COPY OF 



Please place me a regular monthly order for 
AMTIX! Magazine. I 

Name 

Address 

■"■■"- "■■■ I 

I 
I 
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To the rVewsagenf ; 



AMTIXt Maga/ine is published m the middle of every 
month by NewsfieW ltd 17 King Street. Ludlow, 
Shropshire SYB 1A0 Tel 05946851, and distributed to the 
news trade by COM AG 1 08954 4400$) Please check with 
Ihe publishers if you have any difficulties m q blaming 
supply. 
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ANSWERS ON A POST CARD 



Dear Doctor Saffron. 

(need a prescription No tablets, 
but solutions 10 the excellent 
compe run by AMTlX* I kwkut the 
Spot the Qrtference comp - and 
I'm hooked 1 I study the picture 
looking tor as many differences as 
poesixs, I find a lot of large differ- 
ences and lots of small ones - but 
which are coned? Pleas* at leasl 
tell us the number of differences 
along wrth the winners. 

iseeawottjsquare-rmhooked 
again! I spend hours looking, 
studying and driving everyone 
potty when I cant find a word. 
Please give the solution' 



I see a load of question* an d 
answer them to the best Of my abil- 
ity but if I'm right no-one lells me. 
fTrjppe tell us Please, please, 
please give the solutions 1 Keep up 
the comps and all the work for the 
BEST Amstrad mag&tine around' 
Ernest Nelson. Belfast* Northern 
Ireland 

I think you've made your point. 
You want solutions right? I'll 
have a word with the Crumbly 
one and if he deems it fit we'll 
Start neirt issue- Wart and 
what the ah powerful one* 




Dear Saffron 

I am mystified about something. I 
occasionatty read AA (sorry, but 
don't worry, AMTIX 1 will always be 
my fave) and I taw how your 
reviewers (Messrs Eddy, VakJuco. 
Clarke) differ You rated X*fio96% 
and realty loved it. Yet AA only 
rated n 78%. Sam* for Bobby 
Saonng, You afao gave ihts (as weM 
as Xenof an Accolade, with a rating 
□f 93*n . hut AA gave H a meagre 
79% Can you explain - ? Also your 
mag has to be the most funny, 
informative and best Amatrad 
mag. Keep it up" 

On a serious note - Piracy a a 
bloody stupid thing to do, I was in 
a very wed known computer store 
cmJ Adam's World they said to 
me when I asked why games were 
so highly priced. Wei. over about 
4 years, the price of software has 



risen from an average price of 
C6 95 to C9-95 Don't people 
realise how stupid copymg games 
ia? Also , why did i he spikey -haired 
Julan Rignatl leave amtix' < 
the Amtips and go to ZZAP! &4 , 
leave Tony to do if Anyway gotta 
go now. so 'Bye* 
Matt Levy. Brecon, London 

To answer your points in order: 
they're probably a miserable 
bunch of eoujrpuieei; p ~ 

don t seem to reakse that eo 
games is not only stupid - it's ste- 
aling: because he was recalled to 
duty on the G64 from and Techno 
Tony wanted lo enpand Ml 
empire. 

There. Do you like my new bnsk 
efficiency? _^ 






HAYES COMPUTER CENTRE 

(SALES AND SERVICE} 

1000 UXBRIDGE ROAD, HAYES, MIDDX 
Tel: 01 -573 2726 <24*hr Ansaphohe) 

Stockists of Home and Business 

Micro-Computers 

Software, Hardware, Books and Accessories 

We specialise in the repair of Sinclair products 
(Spectrum and QLs) 
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SPACED OUT 



& & *tl 

Dear Saffron *" pened to the gwni robots and the 

ivefust been suckered into buy- fearsome two h eaded dragon? 

mg Space Hamet and Gauniiot What's the polm of paying CH.9S 



horror I lind a mapr fauh with 
Gauntlet and a major tet down with 
Space Hamet 

Within the intoHocluiii bounds of 
my vast knowledge, and having 
checked with other users, there 
appears to be a fault on an 
Amslt ad disks for Gaun'tof by US 
Gold As you know, after level 
seven all ihe screens are random, 
nut some of the screens have a 
sort of defect which causes them 
to break down or simply not toad. 
I know this isn't the fault ol my 
compuier and I know it rust wasn't 
one faulty disk because I've 
replaced it several times and the 
Shop is gelling fed up with Ihts. 

As tor Space Harrier, what hap- 



that you can complete the game 

and knock up a score of 5,234^7;? 

and not even meat a baby robot 

wih a pop-gun? 

C 1 Turtbtldge, Lena******, 

Scotland 

As you can see from the Spec* 
Harrier review this Issue no- one 
thought 11 was particularly bril- 
liant - especially Richard, have 
you seen the turn of his com- 
ment? For founder gtv« Richard 
(Cm m twice thts issue) Tidee* a 
ring at LIS Goto and moan to htm. 
H*s a vwrf u n de r Ha nding sort 
of chap. 



A 

SERIOUS BIT 



Dear Saffron 

Let/a be serious- First I have a 
conlession to make - I used lo be 
a Spectrum owner and had quite a 
collection of games until l saw 
games from the Amstrad and 
I Commodore. After some thought I 
decided to part with the readies 
and get an Amstrad. 

After dwning it for a few months 
I have already found some prob- 
lems. Many of the Computer sfoc- 
kisls m Wolverhampton sell few „ if 
any Amstrad games and those 
who do sell only old games In 
future I shall take advantage of 
yoor mail order service. 

This isn't the biggest problem I 
have. Ever since I first purchased a 
computet game I've noticed that 
tots of games show screen shots 
on the packs from arcade ver- 
sions. Or even those of olher com- 
puter formats, It's even worse 
when they aren't any screen shots 



TIME TO GO ONCE MORE 



at ail' This makes choosing games 
a real pain so could you give the 
relevant minions a Ktck up th» 

Finally, f want to team baste on 
the 4&4 - can you recommend e 
book'' 

Robert Margan, Wednesftsfd. 
Wolverhampton 

Working back up your meander - 
ings . . . If you want to Jeem a bit 
of Basic try Logic 3's teem 
Sacfe. It coats around £20 and In 
obtainable from Ash and Mew- 
man Ltd, 165 Garth Road. Mor- 
dern, Surrey. 

I agree with you - pack shots 
should have the right computer 
version on them, I don't know 
why Ihey don't Maybe some 
Software House would like to 
contact me? Finally. I used to 
own a Spectrum toot 

ST 



I'm not looking forward to this - walking home in the 
snow. PI I get my monkey boots aft soggy and they take 
ages to dry out! No matter, it'll bo Spring soon and all 
the flowers will be out and there will be a lovely fragr- 
ance in the air. Sorry, I must stop ail this girlie non- 
sense, 

I want your letters! Write to me! Drop what ever 
you're doing and write! Power of the pen and all that! 
You should know where I am but for first time readers 
its . . - SAFFY TREVASKIS, AMTIX!, P0 Box 10, Lud- 
low, Shropshire. SY8 1 D&, 

Until next month then . . . 
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GADGET 



far anoom popular r ato w a fon 
programme coukl soon be 
aqpe enr ig on an Amstrad near 
you 1 Wis time it is the firm of 
inspector Gadget a famous 
French cartoon character. Hfal 
computet game is being released 



by Mrtmimi Houw 

Aa usual, the route is paved with 
dangers galore. There are fragile 
~~ pones, holes, small lakes, 
idars. snakes, and bouncing 
baits. Luckily for our hero he has 
hn usual dose of obscure arid 
whacky aids, including the Gadget 
copter. Gadget, elastic lags, and 
Gadget ataJM 

Ifi Spoct or G a d get and the Cir- 
cus of Fear Is supposed to be on 
addict i« and hilarious game, with 
excellent graphics, large sprites, 
fantastic music, and lots of action 
We'll let you know as soon as pos- 
stttfet 



ADRIAN MOLE 

GOES TO 

VIRGIN 



Anyone who has been watching 
the new Adrian Mole senes on tele- 
vision will be interested Id knnw 
thai Virgin Games wiltbeputal'Sh 
ing the latest Mosaic product. The 
Growing. Pains otAdnan Mote. 

The new game, when follows 
hot on the rieets of the Diary ot 
Adn*n Mota, is programmed by 
Level 9. and foeows events in 
another year of Adrian's life. 




QUADRANT 



A new space adventure game is 
h e a rin g earthwards, courtesy ot 

Frflfl 



Entitled The 
Quadrant, it cfwonieles me jour- 
neys of ma Qatactic Survey Vaa 



set, OfliON which at engaged on a 
mission to map and e*pW the 
gaatxtaa ol Bta Harcutsa Ouster 
After twenty years the survey is 
almost complete, with everything 



mapped apart from one strange- 
looking nebula The craw prepare 
to cross the inter -galactic space 
by potting themselves nto sus- 
tained low energy expenditure 
process. 

As they are crowing apace, 
Orion a taken over by a force of 
Strange alien mechanical beings - 
ine dreaded Zanen. Whan ina 
crew re-energise they find many of 
the ship's systems have been ter- 
minated To make matters worse, 
sA of the computer* are re-prog- 
rammed in an atari language and 
there are Zimen everywhere. The 
craw have to overcome the obsta- 
cles end regain control ot lh«w sur- 
vey i 



JULIAN GOES 

DOWN FIGHTING 



It only seems like a matter of days 
smce the final of Domarits Trtnai 
Purswt challenge but m fact at the 
time ot wrrhng it is aimosl htstory. 

AMTIXf representative. Julian 
Heam. put up a good show but 
fatted to win through the initial 
round at the finals, which were 
held at The Brewery Conference 
Centre in London. 

Our vary own Crumbly Editor. 
Malcolm Harding, attended the 
final and found Nmsert acting as 
quiz-master on one of the three 
fables Ha Is pictured with Julian 
watching the $» finalists battling 
for the r 10.000 solid gold version 
of the popular board g>"< 

For the record, the event was 
won by John Cook, a lecturer from 
Portsmouth It has to be said that 
most of the finalists ware *ery 
mature computer enthusiasts, 
unlike our own teenage represen- 
tative' 




IT'S THAT 



1".U 



HILL MOB 



IgglSHIU. OOBB3 



■•■ 



i teals 



■firtWiHW-'ooftia 






They are bringing out Grange Mi 
as an adventure game, coming 
soon to your local computer shop. 
The program's scenario is based 
on one of the actual episodes 
which was catted 'After Hours' 
and involves two of the TV prog- 
ramme's popular characters - 
HoMo and Gonch. 

The two mischievous lads try to 
break into the school to retrieve a 
personal stereo which has been 
confiscaied by one of thaw 
teachers. There are the obligatory 
pu//ies and twists m the storyline, 
whien was devisod by Colin JOne* I 
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INFOGRAMES AND ERE 
UNITE 



infogrames has announced a 
United Kingdom distribution deal 
■" ERE Ihforrnatique. a fellow 
French software house, which 
produced Get Dexter. Doomsday 
Biues end Pacific lest year. The 
agreement takes Immediate 
enact 



ULTIMATE ACCOLADE 
FOR CHEETAH PRODUCTS 

Vet another Welsh based com- 
pany ha* been winning accolades 
for their computer peripherals. 
Cheetah Marketing of Cardiff 
hove won a coveted 'Peripheral of 
the Year' award for iheir Spec 
drum and Amorum digital drum 
machines 



PRESTIGIOUS AWARD FOR KONIX 



A Welsh company, whtch pro- 
duces joysticks, has won the Mew 
Enterprise Award in the Welsh 
Motional Business Awards of 
1986 

Konifc Computer Products are 
based ai Tredegar m Qwent and 
make the Speed Wnpjoy^ i ck The 
company reached three finals, the 



Design Technology Award, the 
New Eni&r prise Award, and the 
Business Aohievemeni of the Year 
Award 

The picture shows Wyn HoHr> 
way. left, managing director of 
Konta, receiving the award from 
the chairman onCl. Sir John Har- 
vey-Jones. 




MONTY'S EUROPEAN TOUR 



R appears that a new Monty game 
is m the pipeline, and the little 
rodent is busy doing research tor 
it AMT1X1 Towers have received 
several postcards from him. the 
two latest being posted in Mon- 
cnengJadbach, Germany, and 



Madrid m Spain The name and 
content of the game have not been 
unvoted yet, But as soon as we 
receive further news we'd let you 
know 




striking out with 

IOtH frame 




The latest sports simulation from 
US Gold is 10th frame, a ten pin 
bowling game which, due to its 
attention to detail, is claimed to 
have all of ihe professionalism of 
the real thing! 

The alley is viewed in perspec- 
tive, from behind the bowler's 
back. You can select league play 

and take Ihe option of praying in 



teams of up to four people, or open 
bowling wtvch will allow up to eight 
people to take part. 

You can also select the level of 
play, from amateur to proles* 
atonal, and there is even a 

The picture shows Richard Tid- 
salt being bowled over by the 
game! 



FROM ART GALLERY 
TO OCEAN DESIGNER 

It's pure coincidence, of course, 
but Mark Jones of Poole, whose 
work figured In our first RainOwd 
An Gallery, has landed himself a 



(00 as a graphics des* 
Manchester based 



software. 

WeM done Mark? Come on read- 
ers, lets have some more entries 
from you for the gaNery . You never 
know, you might tie the next one 
to be snapped up by a software 
company 
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Spectrum Cassette 
Arm trad Cassette . 
Amstrad Disk 



_ £8.95 

. £8.95 

£14.95 



32 









Do you have the nerve and (kill to guide your bouncing 
Impojioball Through the Corf ido' of Doom? 

Time (} running out . 

Bounce Onto a ipike and Impcmaball ij obltietaled, touch a 

column and ImpoHoball will rebound al eled'ic %peedv 

Agamsi fhii constanf ly moving background of death 

dealing obstacles you must iquosholl the cylinders 

lo complete the gome. 

Are you good enough? 



oi'b 






& Milton 7«,rf„ 
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Abingrfoj, 
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LITTLE 

COMPUTER 

PEOPLE 

Activision, £14.99 disk only, keys 




THE GREAT DISCOVERY 



ne Activision Little Computer 
PGC0feilCP) Res&vch Group 
has been operating now for some 
time -overknee the first LCP was 
discovered inside a Commodore 
64. Alter many months of develop- 
ment and research. David Crane 
and Sam Nelson managed to coo* 
one of these reetosrw creatures 
into an artificial habitat and 



studied its movements, LCP talk a 
strange language which is incom- 
prehensible to the un-tramed ear, 
but with Cranes expertise he 
began regular conversations with 
them A year passed, then finally 
he found some startling informa- 
tion - there was another colony of 
LCP to be found inside Amstraoa? 



ActMslon have produced a disk 
program which creates an artificial 
environment tor ihe little computer 
people. Each disk houses its own 
unique LCP - with his own name 
and peculiar hatxts. Most of them 
even have different tastes in 
clothes 

Their screen home takes the 
shape of a large house, equipped 
with all the latest conveniences, ft 



shouldn't be too long before one 
decides to take up residenc 
a little coaxmg, of course}. How- 
ever, when one has moved in the 
others won't follow - they are 
selfish creatures and want that 
own separate homes. 

So, how do they hve? Richard 
Eddy now reports on hs findings 
after having spent a week with his 
pet person. 
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FIVE DAYS IN THE LIFE OF A 
LITTLE COMPUTER PERSON 



' Stfr January 196T with 
the house already on screen, I 
eagerly awaited the new arrival A 
minute passed and 1 became curi- 
ous as to whether I actually had an 
LCP m my Amstrad. Desperation 
set m when another mint/te passed 
and there was still no sign of the 
cute one . I was prepared to turn off 
(and go away and cry), when the 
door was suddenly opened and in 
stepped a rather cautious LCP. 
Looking father pleased with him- 
self for his discovery of this luxury 
pad. he began to inspect the pre- 
mises. My LCP examined his 
lounge carefully, tested the 
armchair, and found rt to his hkmg. 
Things were looking good! After a 
thorough examination of the 
kitchen SMf the accompanying 

furniture, he began to explore the 
other floors oMhe building. He pul- 
led open drawers, went into the 
cupboards and switched the leQy 
on and off again. Finally he 
returned downstairs to the lounge 
-Greet! 

He looked ai me. giving me a 
reefy hard stare, that made me fee) 
somewhat uncomfortable - Mow 
what? He walked to the door and 
left No' Come back, i love you, I 
think we could get on realty well. 
Please. [Sob. sobj. The whole 
ptaos dropped into silence as I 
welted anxiously for my new found 
mend to return - would he*' 

As kick would have it, one 
minute later ha returned with his 
dog in tow. Great - my LCP was 
going to stay, end what 's more he 
had a pet. Straight away I knew 
this dog was going to cause trou- 
ble- rt headed directly tor the food 
bow) After feeding the dog, my 
LCP decided to settle down to 
make a Tire and read the paper. 
Fine, rf he doesn't want to tell me 
how grateful he is then that's okay. 
Humph, see ft I care. 

flowing the suggest kh> that 
maybe (it he could find the time} he 
would tike to type me a letter, my 
LCP stared at me in such a way 
that I began 10 fee* insecure. How- 
ever, the sweetie nodded cheer- 
fully and began his trek upstairs to 
the top floor where he keeps his 

Dear Rich y. 

L/vmg here I am as happy as I 
could be. I've got lots of water to 
dnnk . Maybe I should ask 
someone to move *i, oral toast get 
a cat. 

ybur friend. Ota. 

My LCP has S name, he's OTIS- 
tab< Heito Otns. I said. As a house- 
warming present I sent him up a 
record which he gladly accepted. 




He gave me a big gnn and put it 
with his coftecikxi. 'How about 
playing the pienaT I enquired 
With a cheerful nod he sat himself 
in front of the piano and struck up 
the first chord. This was where I 
re a Heo d my mistake- he cent play 
the piano very well. I tried urging 
him to stop but he rust got totally 
earned away playing the most 
appalling renditions of Mozan and 
Bach At least hesgotgood breed- 
ing. Not bekw able to stand any 
more of Otis creative talents I 
bade hkn goodnight snd switched 
off. eagerly awaiting tomorrows 
revelations 

Wednesday 7th January 196?: 
something told me that Ota didn't 
appreciate my turning him off last 
night. As I joined him he was in a 
decidedly grumpy mood, not onry 
did he not speak l o me - he didn t 
even greet me with his cute little 
smite*! afso got the feeling thai he 
didn't like me very much; he con- 
tinued to issue the question 
would you like to change the 
researcher"? " Suddenly I had an 
idea as to how I could cheer him 
up -make him receive a telephone 
call' Unfortunately this didn't seem 
to work at all - he had obviously 
received some bad news 
Dear fnond. 

Remember I have several hob- 
bies which occupy a great deal of 
my time. That crazy canine is act- 
ing like a puppy, but has a great 
companion I'm very happy when 
you ruffle my hair, it makes me 
thankful for living here. 

Ybors. Otrs 

Gosh' That was a ton unex- 
pected - obviously he'd cheered 
up a bit. Oh no' He started a mad 
dash around the house doing all 
sorts of things; and every time he 
wanted some attention he 
knocked on the screen. Firstly Otis 
dashed off to the computer and 
played with his Space Invaders. 
then he made a telephone call 
Suddenly he was off again ... 
Nowwhaf* 

Exercise time. Leaping and spr- 
inging aH over the bedroom carpet. 
Fed up with exorcising, the cute 
one proceeded beck tonis compu- 
ter for some programming and 
once more asked if I would 
change the researcher. "NO 4 Gel 
this Otis, I am your owner - you are 
my pet. Got that? Good'. Couldn't 
he rust settle down for a while? 
Obviously not. he wanted some 
more attention - with a game of 
anagrams this time. After getting 
the box of games from his cabinet. 
Otis skipped merrily downstairs. 
juggling the box from hand to 



hand, and fmaky setting up the 
game on the kitchen table, Guess 
what? Half ihe house disap- 
peared, only to be replaced by an 
overview of the kitchen table. Up 
came a load of tumbled letters* 
SCDENA - ah, I can see that's 
ascend Obviously a bit annoyed 
(hat I won fust go. he pecked up 
end trotted off to read his paper. 

Otis appeared to be wei and 
truly settled in by now. He wasn't 
at all nervous, and even told me 
that rt may get lo the stage where 
he couldn't see me for a couple of 
days because 'he had a lot of 
things which were a demand on 
his time'. What things'? Uke that 
damned computer? I was getting 
used to sharing my desk with the 
pixel person- he was great com- 



pany 
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6th January t9B7 this 

was 'setting up' day lor the 
Amsirad Show al the Novotei in 
London, t couldn't face four days 
without seeing Otis, so I dragged 
my CPC464 in(o my hotel room 
and hoped Ot* wouldn't object to 
a bn of luxury -or that ihe manager 
wouldn't have any qualms about 
me bringing a pet person with me 
(even if he was only an inch and a 
half high). Otis began ihe day In 
the right way - with a wash and 
brush up. Of the three days that Id 
owned him, it was the first time 
that he'd cleaned his teeth - 
maybe I should suggest a shower? 
He then, quite happily, made his 
way upstairs and typed a letter of 
his own free wet. 
DtsarRtCky. 

Living here my belly rsaiway*fui; 
and I don't have lo worry where my 
next meal is corning from, I'm very 
happy and love rt when you ruffle 
my hair. Next week I plan to learn 
some new songs to play on the 
piano. I'll give rt some though! and 



■ LCP Is a 'game' that at first 
seems quite simplistic In nature, 
primarily on account of the 
bland graphics. Strangely 
enough though, the fun starts to 
Increase with time. The whole 
point is to di sc over what the pet 
person can do. The main 
character moves surprisingly 
smoothly for a mode screen, 
with different sound effects for 
the footsteps as It moves across 
lino, tiling or carpet. LCP should 
have a wide appeal, but be 
advised to see ft before buying if 
you are unfamiliar with the proq 
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let you know. 

toveOhs 

This didn't sound too good Not 
more of rws damned piano playing 
Luckily he hadn't touched the keys 
for a few days - he appeared to be 
quite content with his computer I 
wondered maybe if Otis had his 
own pel person? 
frktay 9th January 1667 I dktnt 
get around to seeing ObS until 
about seven on Friday evening, 
and Just as I had switched him on I 
was dragged out for a meeJ ft was 
some lime later that I returned to 
find Otis sitting in his Chatr took mg 
downright miserable Oh dear, 
calamiry, what had I done? I'd neg 
lected my rasponsibifHes and now 
I was paying the price. Sob, After 
trying to ruffle his nan. which only 
resulted in his sulking at his com- 
puter, I got him to type me a letter 
Which, surprisingly seemed quil>> 
cheerful, Wet, Otis had been up 
quite late so it's goodnight Say 
goodnight Otis 
''Mejfiskjfnfksdd&trt- 
Saturday 10th January 19B7 
today is the last day of m 
period with Otis. Unless we patch 
things up after last nights perfor- 
mance, we re goirn to have to have 
a that separation I'm feeling terri- 
bfy guilty so all the crawly tactics I 
Can think of to keep us together 
come into play. I dump loads of 
records at his front door (which he 
rase away tidily), and then present 
him with books end a few tele- 
phone caffs He appears to be get- 
ting happy again - HCORAYI 

I ruffle his hair a bit more and fil 
up his water tank. Finafty he begins 
to smile again - M seems thai at 
our worries mm over and we're 
back together again ft must be 
love' 



■ Some people may be put off 
LCP tor the simple fact that ft 
cannot be d es ee d as a game - 
well don't be, for there is a lot 
more to ft than meets the eye, 
The different pal people vary in 
character to some extent, and 
although the artificial intelli- 
gence is programmed in such a 
way so as to give the pet person 
some independence, the fun 
really starts when fl comes to 
looking after it. Responsibility is 
the name of the game - ft you 
mistreat your pet person ha will 
become ill. stubborn and ■ dow- 
nright pain. It is this that makes 
LCP the engrossing and unpre- 
dictably fun |un)game that it is. 



{fy& 



AMTIX March 1987 17 



LITTLE 

COMPUTER 

PEOPLE 



WM 




The absolutely official guide to 
an LCP abode 



Piano: Otis doesn'i play this very 
wei, but you may find that i 
L CPs are born maestro*' 



some 



TV and Armchair Otis only 

watches war films (some morbid 
fasci ration I suppose) - Dakka 
dakkkaBoom 1 



Record player give an LCP a 
record and he'll be your friend for 
life - he may ateo start to body- 
pop! 



Bathroom cleenkness is next to 
Godliness - unfortunately Otis 
only has a bath once a year. 




Alarm clock: a great way Id make 
Otis ntfty-warl until he'ssrltinflifi 
ihe chair then make tiring 

Bed when Di*s was feeling blue 
(or rather green), he spent most of 
the time teefing sorry for himself 
here -poor little lamb, 



m I've Always bean fascinated by 
artificial intelligence, and 1 know 
that this isn't the real thing - but 
rt doesn't hart vwm like rt. Otis is 

a great ItUe character. I was 
quite happy to leave him sitting 
on my desk for days just playing 
with htm from time to time. Evon 
if there are eomg people who get 
fed up with LCP's antics there 
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Water tank; always keep this top- 
ped up We don't want any dehyd- 
rated LCPs around the place do 
we? 

Kitchen table: obviously for eat- 
ing off. Also the piece where LCPs 
play their games - Fun. 

Bedroom mat used for early 
morning exercises, if he's feeting 
om/tyt!t>c. 



are always anagrams, card war 
and poker to play with them - 
which, surprisingly, are quite 
addictive. LCP is more than a 
game - It's a way of life and 
deserves no lesser title. 



Telephone youl! probably never 
understand a full LCP converse* 
tion. but rt keeps them happy. 

The kitchen: Otis* main preoccu- 
pation here is making food tor both 
ihe dog and himself. Clean and 
tidy - he'd make a lovery wife! 



Typewriter ihe onry real con> 
muntcation that an LCP is going to 
haw with you is achieved via the 
keyboard. As he begins to like ycut 
he's end his letters with 'Love 
from.. 

Green cabinet; Otis quite often 
rifles through the bottom drawer 
which seemed to house aM sorts of 
oddments; paper, board games, 
cards . . 




The computer room: the use of 
th is room varies from LCP to LCP. 
Otis kwes it - but he doesn't ptny 
many games. 



Fireplace important- LCPs don't 
like the cold, but you'll prcoabry 
have to suggest thai they make e 
fire themselves, 



The door this is the access point 
to Ore rest of LCPs world. Unfortu- 
nately- tnts world is a complete 
mystery as we never see beyond 
the door. 

Armchair paper reading, snooz- 
ing and general relaxation alt take 
place here. When you want to 
ruffle your LCP's ha* a hand used 
tor tnts purpose comes from the 
wait nearest the armchair. 
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Computer 
People Discovery * 

mputer ontertainmoril. 
and as such it does- 

lore deoded lo a* 
Accolade. 
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CBIWB4/128 
Spectrum 48K 

Atari, Amstrad 

Coming soon on MSX 
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Alligata Software Ltd., 1 Orange Street. Sheffield S1 4DW. Tel; (0742) 755796 
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Beyond, £9.95 cass, joystick or keys 



As the centuna* rolled on man 
ettpanded far into space. A 
planet was eventually designated 
the adn WH a uati va capital of the 
unhww, and its surface was 
covered by a huge city. Communi- 
cations between the interstellar 
organisations based on this planet 
was essential for operational effi- 
ciency Atthough correspondence 
was achieved manly via high- tech 
at e cHo rnc systems, there was still 
a great need for smal packages to 
be delivered #om office to office 
Messenger robots were built to 
co»ect and deliver conventional 
mail - these wen? Modrotcte. 
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INFOOHOiO fa one of the I 

taw games th*t I found 
extremely drMleuit to 
work my way around 
without the help of a map, 
Th* icon By*t*m is con- 
fusing at first, but can 
soon be flicked through 

without any both* 

Travelling th* causeways J 
poaee no pro blems once' 
the momment pattern of 
other rJ r ai o l * is ncoa- 
nised. After all Is said 
INFOOHOIO. although a 
novel concept, could 
prove very tedious m% 
then Is attte variation ^ aU 
the causeway* an vtrtu- 
•ty th* sam*. The 
graphics an, on th* 
smooth and wetl- 
marnsd only by 
spinning cub*, (f 
you heve the incentive to 
make more money then 
Ms game is worth your 
while; otherwise It 
becomes like th* 
graphics *nd sound 
•ffsett - •itramaly r*p«ti- 
tfve. 



INFODflOlD Is fsirty I 
unique and original - I'l 
grv* It that. However, for 
all th* colourful graphic* 
and th* novel concept it 
didn't r sally grab my 
attention. Th* testis 
began to get quite repeti- 
tive - pick up a parcel, j 
travel the causeways, 
reach the destination, 
and th*n do it ad over 
•gain. Not so much a 
yawn, but not enthralling 
either - The droid under 
your control appears 
quite bland In comparison 
with th* opposition who 
all have blight colours so 
they an **aUy recognisa- 
ble-It didn't stand out 
enough for my liking. 
These rrtti* things 
an n oy ed me. 

Having been granted an Infod- 
roid operator's licence, your awn is 
to make money by visiting com- 
panies, cosseting parcels and 
delivering them. Spleen organisa- 
tions are based on the administra- 
tive planet, and each corporation 
has at least three depots — acces- 
sed by a system of fifteen major 
causeways tnter-conneeted by 
junction rooms. The stationary 
causeways an flanked by six 
moving platforms, three on each 
side The pair of moving piattorrm 
closest to the central causeway 
move slowly, with the middle pair 
travelling a little faster and the 
outer lanes petting along. The 
causeway and its mobile 
neighbours are displayed on the 
vertically scrolling screen, with the 
left-hand travetetors moving 
upwards and the right-hand road- 
ways moving downwards, The 
droid under your control can hop 
sideways from roadway to road- 



way and can bounce along the 
causeway it occupies - care must 
be taken not to go 'off' the screen 
or bump into another roboiic 
traveler as your dro»d sutlers coa> 
sion damage. 

Lifts are dolled around me cent- 
ral causeways and lead to under- 
ground company offices where 
goods have to be collected or deft- 
vered- installations and office* are 
identified by initials or logos Infor- 
mation rooms are indicated by an 
'I*. Junction rooms (which allow 
the droid to |om another mam 
causeway} era marked by an arrow 
pointing downwards, and garages 
where repairs and new pieces of 
equipment may be obtained bear 
the sign of the spanner. To enter 
an underground chamber, leap 
onto a circular lift then hold fire and 
down together. 

The infodroid interface is the 
icon-dnven control screen. You 
start Ufa as a budding infodroid 




entrepreneur with a.QQQ credits m 
the bank, and a drotd with some 
baste add one and futy charged 
energy cells (monitored by a bar 
read-Out at the bottom of Ihe 
screen). The infodroid is equipped 
with forward ihrusters, and an 
Automatic Platform Alignment 
System which keeps the droid on 
a causeway m conjunction with the 
Automatic Platform Centering 
Device. Without these two plat- 
form-holding devices, the droid 
uses energy 10 stay on the road. A 
Gyro Rotator allows the droid to 
be turned to the required direction 
of travel; a shield protects it from 
collisions, and finally a Navigation 
Unit displays the current position 

Icons in the bottom centre of the 
screen reveal the status of these 
devices. Starting from green (futy 
operational), successive collisions 
cause individual icons to change 
to yellow, orange, red. dark red 
and finally grey - useless. A grey 
icon either mdtcales that span has 
not been fitted or foat n has been 
totally destroyed 

A three by three grid at the top 
left of the screen contains eight 
icons grouped around the central 
square. Accessing an icon causae 
information to be displayed on the 
nghi of me screen, and a range of 
actions are incJinng 

collecting mail, dropping objects, 
repairing (he droid, buying eom- 
ponenis and moving to the cause- 
way The grid represents one face 
of 3 cube, and further sets of icons 
may be called onto screen by 
rotating the cube 

The infodroid interface s c reen 
appears when you descend from 
the causeway and enter a function 
room but two main icons are 
found one lakes you to another 
causeway and the other takes the 
droid back the causeway just left 
There rs more than one route to a 
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For me this gam* wst| 
tedious from the word 90. 

The IIIUVWIMIll of me 
main character is ourti 
jerky, though the scrol- j 
■ng «t high speed te fairly 
smooth. The gam* ides *-s I 
* ittl* unoriginal: just col- 1 
looting things and deliv e r- 
Ing th* m to othiw place* I 
for * proftt. Although the ' 
Inlay proml aa a four 
p iec es of mumic the g«m« 
contain* n o thing but 
a v e r a ge aound effect* - 
thia omtaalon could ba a 
raaaon to take the game 
back to the shop, which is 
what I would try Iff I 
bought It 



particular destination, so mapping 
the extts from function rooms is 
part of successful droid operation . 
Parcels are cotected horn com- 
pany despatch room* - the inter- 
face scean appears when the 
df okJ enters a despatch room and 
the Ml name of the company is 



ciibpiaygd tiv CcaacMori and 
Delivery porta are called onto 
screen by sptrtnmg the droid to the 
left or right. When a parcel is 
picked up the value of the delivery 
fob is given together with its dealt 
nation Once the destination is 
reached, delivering the parcel 
earns the agreed number of cre- 
dits which are added to your 
account automatically 

Piratn droids on the causeways 



attempt to damage your ovoid and 
steal the packages you are carry- 
ing - they must be avoided at all 
costs. Damage sustained on the 
road can be repaired by entering a 
garage Here, individual compo- 
nents can be repaired, new or 
used parts may ba bought and 
sotd, and fuel can be purchased. 
There are tan garages m the city, 
and prices Tor the services 
rendered vary -shop around 1 



The game is wet explained 

GRAPHICS 66% 

Smooth and nicely defined, but every causeway looks (he same. 

SOUND 46% 

Mo tune and the sound effects tend to be more annoying than 

tmpressrvs. 

PLAYABIL1TY 78% 

Far from easy to gel into, but it soon becomes routine once the 
controls have bean mastered 

ADDICTIVE QUALITIES 61 % 

Initially great fun to explore but the novefly soon wears Off 

VALUE FOR MONEY 56% 

Originality aside, the game tacks m variation and doesn't really 
merit its price tag 

OVERALL 68% 

A unique game but. unfortunately, it be c omes monotonous 



HIJACK 



Electric Dreams, £9.99 cass, 
joystick or keys 



(n the age of the terrorist, track- 
ing is a regular occurrence - no- 
ons 15 safe. Now an unknown 
group Of terrorists have hijacked a 
bus load of kids and are holding 
them hostage. As head of the 
h^ack division, n is your job to 
track them down - using all the 
matary ImaocuH and political 
power available to you. Time is run ■ 
rang short 

The game is set in the Hijack 
Department of the Pentagon, 
which is filled with the usual bunch 
of go- tars - with the President right 
at the top of the political ladder. He 
may be able to help, but H you fail 
he can give you the sack! 

The department is split Into sev- 
en! offices inter-anked by a lift m 
which you can travel up and down 
- when one is available. The laces 
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HIJACK does not rely on | 
me g r ap hi cs for It's piayn- 
bilrty - good thing loo, aa 
they ere a bit of an eye-l 
sore, and become rather I 
indistinguishable in 

places. The gam*piey is '• 
intricate and would 
appeal mora to people 
with a good memory, ss a I 
lot of clues and aiforma- 1 
Han need* to ba taken In 
and retained. A complex 
but fun detective type 
game for all you budding 
Sherlock Holmes', 



of your fellow employees are dis- 
played along the top of the screen 




and Itght up whenever ihey are in 
the same room as you. As a head 
of department n is possible 1o 
command them to cany out orders 
- they can prove to be helpful (or a 
hindrance) depending on how they 
are handled. 

Useful Information can be 
extracted from the FBI Agent . a 
master of interrogation Intelli- 
gence work is earned out by the 
CIA Agent, who provides reports 
on the activities of the hseckers 
There are also many political, mitt - 
ary and financial assistants . They 
have the power to call up the dtp- 
lomats to negotiate, or to summon 
troops To beat the packers into a 

■unandai 

Clues may be picked up using 
the icon control system which 
enow* you 10 Access menus - 
information, such as newspaper 
headHnrn or top secret documents 
can also be called up 
When you eventually feel confi- 
dent enough 10 confront the N|*c- 
kers. you must contact the Piaal- 
dent - he possesses a code which 
allows you to fly off In his helicop- 
aa 



If the mission fails and lime t Uns 
Out, your future as a White house 
staff member may be in doubt You 
might even find yourself with the 
new job of Head of the American 
E mb ass y m Outer Mongolia - 
aaargh 1 
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HIJACK looks awful, 
could have been dumped 
Straight from a Spectrum 
- In tact, « probably wm 1 
despite this the 
la quMe enjoy- 
able and vary involved,! 
The interaction between 
is well 
and with a 
Hi of careful planning the 
eokjfbon shouldn't be too 
dtfflCLfft to achieve, It you 
like games thai don't rwty 
too heavily on graphics, 
then take a look It thra - ft 
can ba fun. Just don't 
expect to be absolutely 
engrossed, aa It's just not 
one of those games. 
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PRESENTATION 60% 

Somewhat confusing instructions - but generally good. 

GRAPHICS 47% 

Very bask, with no masking routine- but they serve their purpose. 

SOUND 40% 

Not a great deal, except for some useful squeaks 

PLAYADILITY 60% 

It may lake some lime to get used to 

ADDICTIVE QUALITIES 61 % 

. . . but the further you get the more fascinating 11 becomes 

VALUE FOR MONEY 62% 

Abft Overpriced lor a game thai will have maxmty appeel 



Will only appeal to the out and out strategy adventurer 
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MARBLE 
MADNESS 

CONSTRUCTION SET 



Melbourne House. £9.95 cass, 
joystick or keys 



Following the recent spate of 
Marble Madness donee, the 
original has al lest amwd Mel- 
bourne House have released the 
official version, complete with the 
mduston of a construction set The 
package * split into two parts; 
firstly the game 



over the flat planes isn't so bed. 
but the narrow ramps and bodges 
can prove extremely hazardous - 
one small roll out of place, and 
poor old Mr Spherical plunges 10 
h*s death m ihe murky swamp 
lands surrounding the track. Many 
creatures inhabit the swamp 



Ufe as a marble cant be an easy 
one: especially when you're irap 
pad in a strange world of unreality 
where the normal taws of physics 
no longer apply. So , to pass the 
lime, the Spherical One enters the 
local races. The objective of these 
is to reach the end of the track 
before the time runs out , 

With four directions at your dis- 
posal, keep the marble under con- 
trol es he wends ha weary way to 
the end of the race track. Racing 
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never played MAR- 
MADNESS In the 
but I think I'm 
quite tempted to try ft out 
after this. I enjoyed creat- 
ing my own screens - the 
system Is vary flexible to 
use. Ife just * prty that 
more wasn't made out of 
the use of colour, it's just 
•truck me es a bft dull. 
Unfortunately, whan com- 
pleting one track there's 
a few seconds wart until 
the neirt one Comes up 
which d e tr acts from the 
action a brt 
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lands, some of wh*ch occasionally 
force themselves up on to the race 
track - in search of any slow-wit* 
ted contestants who may faB prey 
to the difficult comers. The most 
notorious of the odious creatures 
are the evil marbles. These loath- 
some fallows rod carelessly along 
the plains, end often bring along 
spromgy crea tu re s who move in a 
sknky fashion on fhe surface oft fie 
slopes. Contact with these, and 
any other of the many swamp crea- 
tures, leads to obliteration as well 
as a kiss of time. 

If you become fed up with the 
preset patterns of the racetrack, 
there is an option on the title 
screen which allows you to con- 
struct your own course. The Con- 
struction process is controlled by 
the four standard direction keys 
plus a fire key. Running down the 
nght hand s»de of the construction 
screen is a setectton oi me various 
planes that can be used to make 
up a revised track. They include 
two angular planes, one Hat, one 
vertical, a left and right slant, and 
two steep inclines- Along the bot- 
tom of the screen is a text option 
window. Using this you can place 
oddments on the screen such es 
time displays, points scored, and 
marks of 100, 300 and 500. 




At last you can create V^\ 
your own arcade game, 
courtesy of Melbourne 
Mouse. It's a realty neat 
package with everything 
needed to make your own 
marble race track. Unfor- 
tunatety, the movements 
of the marble are a bit 
Sluggish - but it you can 

put up with that, rt can 
prove very enjo ya ble. The 

graphics are generally 
well designed, but the col- 
our in, ■ bit limited. The 
construction set Is 
simple to use 
includes enough slabs 
and nasti es to make many 
an interesting (rack. The 
way the icon selection 
system has been 
Implemented makes con- 
struction simple, and It's 
actually quite difficult to 
go wrong. I'd advise any- 
one with th« remotest 
k fjaifS l ki MARBLE MAD 
NESS type games to look 
at this - for the construc- 
tion set if nothing i 
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Options are accessed by moving 
the arrow cursor onto the slab 
required and pressing fire Doing 
this allows movement of the cho- 
sen item around the screen, until a 
suitable place is found to deposit 
it After successfully completing 
the on-screen construction, 
selecting Test causes a marble to 
appear at the top - now it's time 10 
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MARBLE MADNESS has 
never captured my tmagi- 
natJon, but at least now I 
can only complain about 
my own designs. The ball 
control is very sluggish 
■ large marble It 
but selecting a 
smalt one wW have you 
whipping around the 
tcreon at a fair rata of 
knots. The construction 
section Is wee presented, 
but It » gumt hard to set 
up a screen correctly — 
afttWHjah with oractlce 
soma devious mazes can 
be built 

see if your Great Design has 
worked, If not. it's back to (he old 

drawing board 




V. 

Very simple to get to grips with due to ihamto m iatrva documentation. 

GRAPHICS T1 % 

Uncluttered bul a bit weak on the colour SKfe 

SOUND 88% 

Nice spot effects, shame about the tune 



Generafy good - rl a btf sluggish 

ADDICTIVI QUALITIES »0% 

The construction set provides a great tasting inierest 

VALUE FOR MONEY 72% 

Fair enough, considering the two sections 

OVERALL. T4«/o 

A very enjoyable product that's sbghtty let down by the sluggish 
action 
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YIE AR KUNG 
FU II 



Imagine, £8.95 cass, joystick or keys 

As the name suggests. Y* At 
Kung Fu H a another Nmja 
bash'em up m which the hero, Lee 
young, must lace eight differing 
computer opponents or pit his 
fighting ability against a second 
player who has the choice of con- 
trotting one of the first three war- 
riors. 

Before the first warrior is 
reached, and in between warriors . 
there are three screens of midget 
fighters to contend with. These are 
apprommatety a third of the sue of 
Lee* appearing from the left or 
nght of the screen, moving along 
the ground, at cheat height or at 
head height To defend himself 
Lae has a combination of ten 
moves; jump, duck, move left and 
nght, low and high kicks left and 
right and finally punch left and nght 
af accessed by appropriately 
directing the joystick and use ot 
the fire button , 

For every midget luted 100 
points ate awarded N a complete 



Next to be confronted is the 
peine figure of. Lan-Fang. a 
woman known as the Fan Fighter 
Lan-Fang makes up the inability to 
punch by launching seemingly 
harmless but devastating faro. 

Then comes Po-Cbkn. a strongly 
built man well versed m chemical 
warfare. He has the ability to throw 
poison gas bombs which, if they 
should strike home, leave Lee 
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VIE AR KUNG FU *l tails, to 
reach th* r elms set byrt's 
and tends 

to be a game than 
th* bash'em up I 
■unacted from the name. 
The graphics are bland, 
untotaptrtng, verfy jerky 
and slow down dramati- 
cally when there are etot 
of sprites on screen. The 
tune that cuts in when 
energy is low does Irttte 
more than give the feel ing 
of Impending doom with 
no variation of the few 
aound effects throughout 
ame. Initially enjoy 

though tending to 
become repetitive after a 
whfleof piay, 



L'+*i 



formal ion at three midget fighters 
are knocked out one tea leaf is 
awarded and appears in the bot- 
tom left of the screen Gaming live 
loaves is enough to merit a cup of 
Oo Lang Tea again shown at the 
base ot the screen. A new supply 
of energy can be accessed by 

E easing the T button once Lee 
is gained sufficient leaves lor the 
tea. uplo three cups of tea can be 
gained m a game. 

Lee's score, the high score and 
at which stage he is presently at is 
shown at the lop ot each screen 
Directly below are two blue energy 
(or Kl) bars. The one to Ihe left has 
Lee's name below it while that to 
the right has the name of his cur- 
rent opponent With each blow 
that Lee concedes the energy tw 
depletes until it reaches critical 
at which stage the remaining bar 
turns brown and a time cuts m. 

Each of the eight warriors has 
Ns or her own individual weaponry 
and fighting technique the first of 
which being Yen -Per Aswett as 
various kicks and punches this 
hulk of a man has a deadly Iron 
Pigtail which he swings around to 
Qreei effect 




temporarily paralysed , 

Wen-Hu. an opponent with a 
ghostly secret, us the next to be 
tackled. On his Own Wen-Hu is 
easily bealen but this man has 
devtna intervention m the form of 
an apparition (mask) that animates 
from his body and floats round the 
screen This must be avoided at ail 
costs as contact could prove lata: 

The fifth warrior is the hefty Ww- 
Chm. a man with devastating 
punches and extremely compe- 
tent in the unusual art of the 
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As S follow up VIE AR 
KUNG FU II Is ebyssmal. 
The speed of the game 
changes depending on 
tha number of character* 
on screen, and th* 
graphic* an nothing 
short of plain and Jerky. 
KUNG FU on* is still th* 
beat -urn up on the 
with mis game 
coming no where naar th* 
sttndard #*i by ft- A* a 
gam* on its own It Is not 
too bad, but it still hold* 
vary littta interest for m*. 
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PieyebHlty on th* fighter | 
midget scr e a m It rather 
impact due to bis speed 
that they com* aero** 
and that the joystick 
responses are way tool 
slow making It n*j 
imposalbl* to turn andl 
face them before theyl 
strike. This makes obtain- ] 
ing the Go- Lang tea' 
e rtrernely difficult On th* 
other hand the one to one 
combat I* realty good tun 
with each opponent 
needing a different 
technique on your part to 
be easily defeated 
Inexplicably In certain 
combats th* opponent* 
just stand* there wrthout 
moving which seams to 
be defeating the obJ*cl of 
th* gam*. The use of col- 
our is good with the latter 
background* being wry 
pretty though th* actual 
animation tends to be 
•low end jerky. 



Boomerang 

Then comes the last of the 
women, Mei-Ung a very agile and 
nimble creature deadly <n self 
defiance with the added ability to 
acuratery throw the short sword 

The penutwmate opponent is 
Han-Chen, armed with hand 
granades. proves to be a worthy 
and lethal adversary 

Last but not least comes U-Jen, 
a mystic warrior wrth the power of 
cungenng lightening butts from 

has vera 

Each of the one to one fight 
screens has different background 
scenery in which is hidden a bow! 
ol noddles mat begins to descend 
once combat has begun. M Lee 
should collect the noddles he 
obtains Chow Mem power endow- 
ing him with temporary invincibility 
Indicated by the border turning 
blue- 300 points are awarded for 
each sucesstuB attacking move. 
100 for avoiding any of the 
weapons thrown and 1000 for 
avoiding the ghostly mask, ft Lee 
should beat an opponent without 
sustaining any injury a generous 
5000 points are given otherwise a 
bonus score proportionate to the 
length of the remaining energy bar 
is obtained. 



PRESENTATION SS% 

Two player option, The instructions are eesaty understood 

GRAPHICS 68% 

Good use of colour but jerky animation. 

SOUND 64% 

Mce tunes but very limited effects 

PLAYABILITY 60% 

Marred by the slow joystick response 

ADDICTIVE QUALITIES 68% 

The initial interest is soon lost 

VALUE FOR MONEY 58% 

The game realty doesnt Qualify its price 

OVERALL SO% 

A poor tollow -up to a highly successful game 
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Gremlin Graphics, £9.95 cass, 
joystick or keys 



Th* football strategy. 'Simula- 
ton began hie as a design for 
a traditional board game which 
was offered to Gremlin some 
white ago Now if appears as a 
computer-onty entertainment You 
are 17 yeam old and want to be a 
top footballer, At the start of your 
career you nave C5.00O in cash. 10 
' goal cards ' and a pair of reasons 
ttytatemed feet Your ultimate aim, 
of course, is to become Footballer 
& The Wwr and attend the prestigi- 
ous award ceremony. 

The first decision you make <s to 
decide m which Football Division 
you want to play - there are five 
skill levels available, represented 
by the four Engteh Drvwons and 
an international Super League. 
Goal cards are more expensive m 
the higher Divisions, and as they 
are traded tor shots at goal, and 
the number of cards you can afford 
has a direct bearing on your perfor- 
mance as a player. 
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I didn'i realty enjoy this I 
game, it ii much too 
simplified for me, The 
icon system does add to 
the game as do the 
graphic*, which is Just as 
well because mere is very 
irttle game here. I cant 
say I wM ever be tempted | 
to play this game again i 
it has nothing to Inta 
m». 



The game is icon-driven from 
the main control menu, Accessing 
the globe icon reveals me perfor- 



mance of the learn paying your 
wages, the number of goals 
scored, and the team's morale and 
progress m the various competi- 
tions The footbaWer icon leads to 
the repon on the players personal 
achievements status points, the 
league played in and weekly earn- 
ings are shown on bar charts. A 
general rating is also given which 
summanses the footballer's over- 
all skill level. An icon, m the form of 
a scroti, enables the player fo 
attempt to gain a transfer, but it 
costs money to attract the atten- 
tion of a scout - and a transfer 
request rent always successful 
Prices range from just £2,000 to 
1 10.000 a go, A question nwk icon 
concepts "incident Cards', which 
cost £200 a time, and which oper- 
ate rather like Chance' cards m a 
game ol Monopoly - money can 
be won or lost, transfers obtained 
and extra goal cards collected. 

If things are going very badly, 
and recovery is unlikely, the game 
can be abandoned by selecting 
the injured player" icon. There's 
also the facility to save a game to 
tape, via the tape icon, if building a 
career looks likely to take a long 
nine. 

The icon in the centre o« the con- 
trol screen - a football boot - loads 
to the football pitch. SeJeciing it 
reveals the player's rVianrtai 
r eserv es and offers the chance to 
buy further Goal Cards. The com- 
puter chooses the match to be 
played, and decides the number 
of shots at goal which the star will 
get it a Goal Card is cashed in - 
one, two or three shots are allowed 
- and pan of the strategy of the 
game lies in using the available 
Goal Cards to best effect. 
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This really would have! 
been better off as a board 
game end putting It on 
computer adds very little I 
to the concept. It's also 
far toe easy By continual I 
use of the Incident option,! 
you can pile up enormous f 
amounts ol money 
goat cards which ra 
negates the point of going < 
up and down leagues, 
Instead you Just stay in 
the Super League and 
never have to buy a goal 
card. The Idea was good, 
and, with a Httte more play 
testing. H could have 
been a really addictive Kt* 
Ha strategy game. 



A mini arcade sequence follows 
in which the player gels Id shoot at 
the goalmouth after positioning 
the ball Sometimes a couple of 
defenders romp towards the bail, 
and il I shot ton! lahen before they 
tackle, the opportunity is to The 
goalie does haj best to save eadn 
Shot and, once the attempts at 
goal we over, the match ends and 
a teleprinter types up the result 
before control returns to the main 
icon screen. 

Rom time to time, random 
evenda (taken from the selection of 
incident cards) affect the player's 
career. As the would-be football 
star improves his skills and earns 
more money, the financial impact 
of injuries and other misfortunes la 
increased - but appearance fees 
and racecourse winnings increase 
too. 

Early in the game, the player has 



to choose an international Side to 
play for, and once skill levels have 
been built up the star footballer is 
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It's a great game, there* 
no denying that. Unfortu- 
nately, a Vet at the time 1 
fell into the 'What do I do 
now?' syndrome. I sup- 
pose this Is mainly due to 
the openness of the initial 
options window - It's 
difficult to know what to 
choose. Maybe that's part 
of the game. Neverthe- 
less, I did enjoy playing it 
to a certain extent (even If 
I was doing it wrong). It 
has this fata* of attraction 
of 'Maybe just one more 
game* and I continued to 
play It for quite some 
time. The graphics go 
beyond being merely 
functional and add a con- 
akterabte amount of 
enjoyment to the game. 
Everyone should take a 
quick look at this one 
whether they're a football 
fanatic or rtol. 



cased upon to represent the cho- 
sen country in international 
friendlkes - ail useful goal-scoring 
opportunities that might influence 
the judges at the end of the year! 
When the season ends, a report 
Tress ra prepared and teams 
may be promoted or relegated, 
Talented players may find a trans- 
fer deal . . . Finafy. the shortlisl of 
candidates for the ultimate 
accolade ta presented and the 
lodges sit m decision . , Who is 
going to be Footbalfer QfThe H*ar? 



PRESENTATION 01 % 

Simple icon and a clear screen display 

GRAPHICS 68% 

Mainly text with a Httte detail on the shoot out i 

SOUND 27% 

Informative bleeps 

RLAYABILITY 72% 

Easy enough to get into. 

ADDICTIVE QUALITIES 7B% 

Keeps you coming back for a bit more 

VALUE FOR MONEY 71 % 

Not a game you'll keep playing for ever. 

OVERALL. 76% 

Wall presented game with a strong theme 




Microprose, £9,95 cass, £14.95 disk, 
joystick and keys 



Run &tent. run deep, Sub- 
marine warfare it one of Hoi- 
rywood's favourite themes. Mic- 
the US simulation 
specialists, have started to con 
vert some of their renowned Com - 
motions games onto the Amstrad 
Stieni Sarvtca is one of the first of 
a aes 

you take me rote of captain of a 
WWII Amencen submarine, 
stationed somewhere In the West- 
em Pacific. Just to get you into I he 
swing of things, there is a gunnery 

practice mission. There is also a 
series of short scenarios, where 
you take on some of the convoys 
which must be faced later in the 
game But the reel guts ol the 
game is the five convoy patrol 
spsnartos. 

The practice mission takes 
place >n safe waters around Mid- 
way island, where a tew old hulks 
have been set up for a hri of target 
practice. The sub Is controlled by 
moving between a number of con * 
rrol screens. Moving a captain' 
figure around these screens and 
pressing Mm tfioieaM VM dilktd 
option. The screens are: Peris- 
cope, Bridge. Map. Instrument 
Panel , Damage Control, and Quar- 
termaster 

The latter screen shows the 
score m terms of lonnagesunk It 
also shows the number ol gun 
rounds and torpedoes left. 

The Damage Control screen 
shows any damage sustained 
from depth charges, ramming, or 
gunfire Direct hiis by enemy rrai- 
sifes affect the submarine m diffe- 
rent ways, depending on what 
damage is done. Damage to ihe 
periscope or torpedoes stops 
them working completely. 
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Looking St this from 
point of view of someone | 
who doesnt non 
enjoy straight Simula- 1 
non*. I found SILENT 
SERVICE an interesting | 
game to play. It's fun toy- 
ing to successfully carry | 
out all of the tactics that I 
must be employed in a 
single operation, and I 
la a tremendous 
of achievement 
■ tanker goes 
down. However, the point 
annoyed me 
graphics - it 
that no time 
taken on 
for the 
conversion. It's 
because ft 



SILENT SERVICE ie thai 
best submarine simulator I 
on the Amstrad. even it ill 
la flawed by them od# one I 

:s, The simulation! 
section is excellent, with I 
onry one tiny flaw In the] 
use of the deck gun - M'sl 

to wfSHf out just 
about everything. My I 
favourite mission warn' 
Wahoo, which had the 
destroyer escort getting 
very upset when I popped 
up behind each ship, shot 
it with the deck gun and 
then crash dived again. 
Overall a good conver- 
sion that has been marred 
by the unsuitable 



had been 



spotted the game for me. 



Machinery damage reduce the 
sub's speed. It also makes it easier 
for enemy destroyers to track you 
(their sonar detects the greater 
engine notser. Damage to the hyd 
rof oils can be critical, either forc- 
ing the sub to the surface, or forc- 
ing it below its operating depth - 
and thus to a watery grave. 

The rate ol water leakage rsatso 
constantly monitored, with this 
information included m me screen 
display. Sencxjs leakage problems 
can cause the sub to submerge to 
a dangerous depth, or even sink rt 
antiraJy 

The System's screen shows 
such information as depth, speed, 
fuel, time, battery level, depth of 
water beneath the sub, torpedo 
tube condition and a periscope 
' up down' indicator. 

The Map s cre en is where the 
convoy attacks are planned. There 
are three levers of magnrficaiion, 
the navigation map, patrol map 
and attack map. The Patrol Map is 
moat commonty used, and shows 
any ships wrthm visual or sonar 
range. The attack plot shows the 
direction of ships, and is where the 
detailed approach work w carried 
out. The battles to evade the 
escorts also take place m ihis for- 
mal. 

The four convoy scenarios start 
wlhthe convoy m sight The player 
must try to smk as many ships as 
possible, and at the same ump 
avoid being sunk. At ihe end ol the 
battle, you are given a rating. The 
level of rating earned depends on 
the tonnage sunk, and lakes into 
accouni the level of difficulty cho- 
sen There are lour baste difficulty 
levels. One and Two are suitable 
for beginners, Three IS 'raalieUc*, 
and Four ts for budding Admirals. 
There are seven other difficulty 



factors, such as dud torpedoes, 
expert destroyer opponents, and 
the occurence of difficult re 
work which can only be carried out 
In pari 

The five patrol scenarios simu- 
late a fifty day patrol, which take 
you deep Into enemy waters. The 
screen shows the whole patrol 
area of the Western Pacific Thu 
sub petrols its environ m ent until 
the screen border turns red, When 
this happens, a convoy has been 
sighted. Then it's action stabons. 
The patrol map shows the position 
of the convov When the sub has 
been steered to within 7 000 yards 
of the convoy, looking through the 
periscope gives the precise com- 
position, speed and course of the 
enemy's ships. At this point, the 
player must decide whether it's 
worth attacking. The odd cargo 
ship with heavy escort is best 
avoided, but oil tankers or troop 
ships are always worth the trouble 
- despite the fad they are usually 
heavily escorted 

The action takes place at tour 
speeds, real time, or twice, four, or 
eight times as quickly Armed with 
this information, you now plan the 
attack The object is to get to 
withm tying range without being 
spotted. Depending on the date ol 
the scenario being played (which 
changes the equipment available 
to the escorts} the destroyers spot 
the submarine at diflerent ranges 
depending on the spaed, depth 
and profile of the sub, if me sub- 
manne is facing the escort it dis- 
plays a smaller profile (this is due 
to Ihe sub's long cylindrical 



shape), therefore ri can get closer 
without being spotted. 

Once w»thm range, it's tune io 
let ihe 1m fish np. There are si* for- 
ward tubes and four alt. Tor- 
pedoes should not be squandered 
however, as the tubes take some 
time to reload. You could always 
try your hand with the deck gun, 
but this a reaMy only for finishing 
off badly damaged targets that 
you don't Want to waste a valuable 
torpedo on 
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Th«» is one of the 
simulations f have 
played. It realty creates an | 
atmosphere. There is vir- 
tually no luck involved at | 
■II. It is Immensely satis- 
fying to stalk a convoy for I 
hourajbefors s e n ding the \ 
tanker to Ins bottom. 

The escort battle* era I 
great fun, constantly ' 
twisting and turning in an 

attempt to shake oft your 
sxtscksrs. The number of 
factors to be borne In 
mind mean that this game 
can never be dull, d e sp ite 
the fact that it isn't finger 
on the trigger-button 
■tuff. Perhaps mors could 
have b e en dona with the 
sound effects, and the 
graphic* jerk a bit. 
Daaprta this, ni still be 
playing thistor a long time 
-OK periscope up I 



PRESENTATION 87% 

Comprehensive instructions to a Complex game 



% 



Poor graphics representing the sfapa. 

SOUND 28% 

A lew rather poor effects, and no tune 



Complex, but a lot of effort has gone into explanation 



Long periods of boredom followed by seconds of hectic action 

VALUE FOR MONEY 08% 

War game freaks win be playing this lor quite soma Ume. 

OVERALL 73% 

Not for arcade freaks, but an absorbing challenge nonet h e le ss. 
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T T RACER 



Digital Integration, £9.95 cass, 
joystick or keys 



Even in an industry lull of late 
delivery dares, ttws game must 
take some beating. First promised 
the Amatrad was only a 
Twinkle in Alan Sugar's eye. TT 
Racer has only recently been con- 
vened from the Spectrum, 

>bu areat the corrtrols of a motof 

bike, competing on ien different 

^e choice of four 

Grand Prix classes Of bikB BOcc. 

125CC. 250CC and 500 cc. 

The bike * controlled with the 
joystick It '5 up lo accelerate. 
down to brake, left and nght ia 
lean The btke is steered by leaning 
m the relevant direction - the 
whole screen lilts as this action is 
earned out The screen shows the 
track from an over-the-hand- 
lebars penjpective The bike can 
be leaned over up to an angle of 45 



degrees, and the bike changes 
course by an appropriate amount 
The bike can be righted again by 
pgsh>ng the joystick the other way 
At small angles of lean, the bike tg 
seJf-nghtJng The fire button is 
used to change up through the 
gears. The gears also change 
down automatically it the revs are 
low, and up if the revs are high, 
Holding the fire button down 
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Thta It rather like a flight I 
simulator for motor bikes [ 
- and then* is certainly el 
lot of detail in it. Despite 
that it didn't have the| 
instant appeal of eon 
other less detailed j 
games. After playing rt fori 
a time, rt i ea rn ed great I 
liberties could be taken at I 
the corners - even on the ' 
highest skill levels- Two- 
player mode b a good 
idea, after a whit* you will 
aoon be better than the 
computer, but can you 
beat your mate? The 
screen tilt is a bit strange 
as well; it you were riding 
a bike, you wouldn't get 
thta fe e ing at a*L 



The overall 'leel" of thisj 
game didn't reniiy 
impress me bM that much 
- I spent a lot of the time 
getting confused 

because of the screen tilt | 
which Is most disturbing. 
I only played this on my I 
own and in that fashion it I 
didn't reaty make m 
want to return to fL rf ' 
you've got the chance of 
playing this with others 
then you might find ft has 
something going for ft, 
but as It stands it didn't do 
a lot forme- 



keeps the bike out of gear This 
allows you to build up the revs 
Without the bike moving - useful 
for a quick start. 

There are 15 other bikes to race 
against YJxi can't collide with 
these, but there are two other 
types of crash: the bike can just tsfl 
over, or you can run off the course 
at the corners, if the crash is mini- 
mal, you simply change back into 
first gear, pick the bike up and got 
moving again - however, it the 
cash is more senous, shatter 





marks appear on the screen and 
you are out of the race. 

Play starts at the mam menu 
screen There are four skill levels to 
choose from ; these determine how 
cavalier you can be about taking 
corners and the quality of ihe 
opposition 

if you select the practice option, 
you can practice on ihe selected 
track , This not only ai lo ws 1 he nder 
to improve the best lap time, and 
thus Ihe starting grid position, rt 
also allows the bike to be set up to 
suit the (rack. Steering, tyre gnp 
and gear ratios can all be modified 
Stewing 19 a matter of persona) 
taste, it afters the speed at which 
the bikes lean angle changes . With 
high lyre grip the tyres will wear 
faster, which is of course only 
rmportani m a long race. Choosing 
the correct gear ratio is critical - if 
the track is tortuous with few fast 
stretches, than the gear ratios 
should be close; but if it is a fast 
track, high gear ratios should be 
selected for maximum speed. The 
computer remembers the bike set- 
up and best lap lime tor each cir- 
cuit on each engine sure. 

Two players can play the game 
at once by connecting two 
machines using ihe Arnstrad 
RS232 interface, The second 
players bike replaces one of the 
computer controlled opposition 



From the mam menu. tn» nder 
can sated ciub racing or take pan 
in a full Grand Prix season (club 
rac*ng is l«kb practice with opposi- 
tion)!. The track and number of laps 
can be selected, but if ihe nder 
goes for a complete season, a race 
will be run over a computer 
selected circuit and over the cor* 
red number of laps tor the parties ■ 
tar engine size AI the end of the 
race, points are awarded accord 
tng lo the final positions, and the 
season continues to the ne*1 
track At 1 he end of the season, the 

nder With the greatest pomts total 

is the winner 



ll>fi 



TT RACER is loo amy by 
half, even on the Grand 
PrUt level, I managed lo 
win moat races end Set 
lap records. The b**t| 
game must be b etwee n 
two players, the interac- 
tion between the players I 
is Ihe only thing met I 
keeps me on this game. 
The way the horizon ' 
banks is very good but 
can be off-putting to the 
first time player. 



PRESENTATION 70% 

Sufficient options - giving a wide es t OC bor L 

GRAPHICS 69% 
Sightly trfockv and jerky. 

SOUND 88% 

Tune on title screen and bike effects. 

PLAYABILITY 57% 

Somewhat marred by the unusual screen tilt 

ADDICTIVE QUALITIES 60% 

The interfacing may provide some lasting interest. 

VALUE FOR MONEY 56% 

For a tenner rt doesn't offer much of a challenge 

OVERALL B9% 

A biking game that somehow doesn't have the nght 'feel' to it, 
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IMPOSSABALL 



Hewsons, £8.95 cass, £1-4.95 disk, 
joystick or keys 



Maving been involved wilh 
computers for several years 
now. tmpaeubafa pr og r amm er. 
John Philips, has produced his 
first arcade action game for the 
Armstrod hMiiiiaafjai ffl 
described as a mufti-level 3D 
strategy arcade game, and fea- 
tures a relative of all the spherical 
Supsrheroes currently infiltrating 
computer games - this one is the 



action takes place in eight 
comdors, al of which are littered 
with a senes of fascinating traps 
and puzzles. The objective *s smv 
pie - to travel from the beginning 
of the f v st to the end of the eighth, 
without incurring a loss ol more 
tvnfoortMti. 



~tt*ii 



The only bad thing to be 
•aid about IMPOS- 
SABALL Is that the paral- 
lax scrolling has a wary 
siighl Jerk to it, but this Is I 
hardly notices* 
playing The rest Is just I 
magnificent; every so 
often ■ game comes out 
which adds a new twiat to 
(he ' Maxa theme, I 

IMPOSSABALL Is one of 
these. The lack of colour 
is mors than made up for 
by the well 
graphic* which 
with great speed 
the playing area. The 
sound was ■ Htth 
surely 

David WHrt- 
would have had this 
to tune* lik* 
those in GYROSCOPE. A 
areet aame which should 
keep me going lor a few 
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IMPOSSABALL follows i^i 
much the same theme as 
REVOLUTION, with a 
bouncing ball solving 
puules One major drtfer- 
•nee however, it that IMs 
is a lot simpler U solve. 
That doesn't mean that 
Hf ■ going to be a one 
iim wis wonosr inougn, 
as the puults must to be 
totally perfected before 
you can co m plete a cor- 
ridor within the desig- 
nated time limit The put- 
ztes sf contain s slightly 
different twist; some 
need careful planning and 
some simply need quick 
reactions to avoid the 
hazards, The use of col- 
our is slightty disappoint- 
ing as the screen only 
white and ■ 
which doesn't 
ifMKV fi took Wj ucninQr 
■ ne ananwoon maese ut? 
for this as it is reasonably 
gHtch free. IMPOS- 
SABALL is great fun and 
offers a superb challenge 
to anyone who fancies 
something slightly 

unusual. 

On his travels, the sphere 
encounters numerous cylinders 
that either hang from the roofs of 
corridors or protrude from the 
base. To complete a level, all of 
the cylinders must be struck by 
tmpossabaif and flattened. How 
ever, the bai has to prove itseH to 
be really worthy by negotiating the 
spikes and lendhls that surround 
the cylinders - one false move 
means the immediate loss of one 
ol the tour lives. Luckily extra lives 





can be gained when a player has 
earne d over 5000 points, 

The corridors themselves are 
displayed In 30 fashion, viewed 
Irom front In back: Ihe sphere 
bounces m and out of the playing 
screen in true perspective- As it 
furthers rts adventure m leaps and 
bounds, the screen scrolls hori- 
zontally so that n always remains 
m the middle of the action Each 
corridor must be negotiated within 
the time kmtt which is displayed on 
the right hand side of the status 
line -failing to do this also results 
m the loss of a life 

Some traps are quite devious, 
lor example, there are rings which 
lie (apparently harmlessly) on the 
floor which have double functions. 
These hngs provide extra time 
when first encountered, however, 
a second landing causes loss Of 
Ills. When a life isTost . Impossabail 
is returned to the stan of the cur- 
rent corridor, Squashed cylinders 
don't reappear, but their protec- 
tive spikes remain causing more 
and more problems for the spheri- 
cal one, 



/?2&£s 



i graphics I 
effects In I 



Although the 
and sound 
IMPOSSABALL 
nothing amazing, 
great beauty of this { 
is the superb 
The use of colour is rather | 
poor as the screens are I 
mainly black and white 
(with a splattering of deep 
red], but that is made up I 
for by the glitch tree ani- 
mation. The individual 
are eat out in 
i away that (with a lit- 
tle common- sens* and 
practice, (hey can be sol- 
ved In the shortest possi- 
ble time - giving you 
plenty time to complete 
the corridor. ControNrng 
the ball i* simple as you 
have the ability to direct it 
whilst In flight. An Intrigu- 
ing and fun game to play, 



PRESENTATION TO 4 /. 

informative tuie screen and high-score labia 

GRAPHICS 78% 

Well defined, but a brt sparse on colour. 

SOUND 40% 

Grating tune, meagre spot fx 

PLAYABILITY &4% 

Simple controls, with adequate response* 

ADDICTIVE QUALITIES 82% 

As soon as soma puzzles are solved there's a great compulsion 
to delve further mto the game 

VALUE FOR MONEY 80% 

a lair pnoe as it should keep you occupied for some tome, 

OVERALL. 82% 

A neat game that should capture your imagination 
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PETER SHILTON'S 



Grand Slam, £S.95 cass, 
joystick or keys 



Contrary to its suggestive title, 
tfks game has nothing to do 
with that controversial incident in 
the 19B6 World Cup, Instead, it is 
a football simulation which gives 
one or two players control of the 
goalkeeper- The object is to stop 
the bat) hitting the back of the net 
by positioning trie goalie in its 
path, To do so there ere seven 
moves at your disposal: jump up, 
dive up left and right, dive centre 
left and right, and dive down left 
and right. There is also the ability 
to move left. right, back and forth 
m front of the goat- mouth, 
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What a corny title this is - 
and what relevance does 
it have? As games go 
PETER SHILTON'S 
HANDBALL MARADONA 
Is nothing special, the 
whoie thing left me most 
uninspirtKi The graphics 
are often weak and 
appear rather fragile, 
doing NttJe to resemble 
raw-wrs nmiH ptayer»- ■ 
wasn't too keen on the 
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This game's graphics era ] 
hardly deserving of thai 
name, wtflt stick man Jer- 
kily running around and 
the ball making devaatal* 
ing curves on Later levels. 
The sound effect* are of a 
similar nature with just 
the bouncing of the ball I 
on the ground and Hi 
roar of the crowd K a shot 1 
It saved or goes in. Fun- 
nily enough the game 
hav* a certain 
mainty due to 
ittsfactJon gained 
i more gHHcutt 
r saved. Unfortu- 
nately that's all there la lo 
this - saving shots- 
Somewhat Mmfted, but 
fun aU the same. 



as you 
a small 
bail rumbles up and down 
- I all seemed unneces- 
sary and pointless. This 
won't appeal to many 
people - even football 
enthusiasts will be disap- 
pointed. 



Before play commences you 
have the choice of whtcti team's 
goal you wish io defend . This team 
is chosen from a list of sixteen, 
containing a mixture of first, sec- 
ond, third and fourth division 
sides. 

The action takes place in a 
singie goalmouth, which is 
attacked from one of three drffe- 

rent ancles- Depending on the 
angle of attack, the goal-mouth 
appears in etther the top left, top 
right or centre of the screen. The 
number of attacking players varies 
from one to three fit there ar^ sev- 
eral, they may pass to each other 
before a snot is taken) The oppos- 
ition's shots ere always on target, 
so it a up to you to stop the ball 
There are three playing options. 
Practice (m which you must 
attempt to save a random collec- 
tion of live shots), Play Game and 
Skill Upgrading. In one-player 
mode the computer randomly 
chooses an opposing team to ptey 
against. The match consist s of two 



helves in which you must try lo 
stop four shots per hart - the more 
you save, the belter your team's 
chance of winning. When two 
ptsyers compete, <he difficulty of 
the shots you are required to save 
is proportionate to the sknt level of 
your opponent. 

There are sixteen ski levels - 
marked 'A' to P" in the skill 
upgrading section, you must save 
ail of four shots in order to move 
up a grade, tf thn task is com- 



ttfA 



TW» |« much too h 

for most people, aspe- 
cunfy around level D. The I 
graphics leave a lot to b* 
desired, being juat mi mple | 
ra-deflned character*. 
One factor In the game's I 
favour is the attention to 
detail In the mo v e m ent of 
me ball. The swerves and | 

Cm made by the oppos- 
pteyers are extremely 
accurate, There is very lit- 
tle fun attached to this 



Dieted successfully, a skill code 
appears oh screen. This code is 
then entered at the beginning of a 
new game, placing the player at 
hat previously attained level and 
removing the chore of having to 
work up from (he bottom. 
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iENTATION 31 °/o 

Easily grasped instructions, and an option menu between piaytng 
screens, 

GRAPHICS 35% 

Dull, small ierky match-stick mea 

SOUND21% 

No tune, and very poor sound effects. 

PLAY ABILITY 48% 

Initially easy, becoming a matter of routine. 

ADDICTIVE DUALITIES 39% 

Fun for a lew hours but has no lasting appeal 

VALUE FDR MONEY 30% 

Not enough of a game to merit the asking price. 

OVERALL 34% 

Stmpkt in concept, but poorly implemented. 
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Victory House. 
Leicester Place, 
London, WC2H7NB. 
Telephone 01-439 0666 



Available for Spectrum, 
Commodore 64 
andAmstrad: £9.95 



Grange Hill £) Phil Redmond Enterprises Lid 



AMSTRAD 8.95 COMMODORE 8.95 SPECTRi 











It was a one in a million accident - 
but Number Five, designed to be a 
strategic artificially intelligent 
weapons system, the most 
sophisticated robot on the planet, 
has escaped - and has come to 
the conclusion that he's alivel 
Now the scientist who put him 
together wants to take him apart 



Ocean Software Limited 

Ocean Horn* 6 CercraJ Street ttmthcuer M2 WMS 

Trieohom Oft 1 833 6633 ■"<** 66W7 Cto 




again to find out what went wrong 
The president of Nova Robotics warts 
to capture him before the weapons hes 
carrying kill millions of civiara 
I And the security chief wants : 
blow him up so that he can get 
home in time for oinnen 
YOU are Number R ve. . YOU are ah* 
and YOU have got to stay that way! 
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I'm humble - yes humble! Good ol ' TC has finally dropped a 
danger and therefore must grovel before you. Did anyone 
spot the deliberate mistake* on the Ektcton map? The first 
part was In fad In Issue 13, and not in issue 12 as was origi- 
nally stated. 

Secondly, the tips on how to destroy the last Dragon were 
missing - a situation which will be rectified (his month. On 
the map front we have a full map of Fir&tord from Hewson. 
and a map listing all the locations in tnf&drofd - Who would 
have guessed the causeway city was round? 



EIDOLON 



The final guardian has seven 
heads, each one representing a 
dragon from one of the other seven 
level* - too* si the maps m Issues 
IS and Id Starling at Level One, 
use the type and number of fire- 
balls that an? required for ihe dra- 
gon on each leva) from on© to 
seven (three red Jour yellow, five 
green and so on), 



When this sequence « complete 
do it all over again The Dragon 
should now blow up and 
reveal , . . find that one out for 

yourself {it may be helpful 10 

have someone else pressing the 
space bar to cosset the stray fire- 
balls). II you find that this sequ- 
ence doesn't work, rt is probably 
because two firepans were mixed 
and collected lor extra power. 

STOP PRESS: I seems that ine 
Amstr ad version of Eidoton has an 
extra creature on level seven - 
Grep Toget nd of htm use ten red 
fireballs in rapid succession, 




GAUNTLET 

(US Gold) 

Lota of people have discovered 
tha dp (or infinite bves On Gauntfer 
m case you are not one of Ihem, 
here's how to do it. n one player 
mode, stad a second player when 
the strength oats bokjw 1 75 
points Krfl on the first character 
end e nter the name When the new 
character's strength gets too low , 



start Puiyf* One sown and kill off 
Player Two A» long as both 

characters do not die it should be 
possibie to get through all (he 



Now a second tip for tape users 
only. Whan the game stops to load 
the next eight \e vets wind the cas- 
sette forward to any of the levels 
and toad your chosen level 
instead The level numbers wil Mill 
only go up m sequence* but a 
whole new set of levels is ready to 
play 




IKARI WARRIORS 



(Elite) 



Cy Booker has struck again with 
POKES that change the than War- 
riors into human tanks Line 270 
anows two people to play on the 
keyboard - to access this, option, 
Player Two presses T to choose 
the keyboard - even though the 
option is noi given on screen. The 
POKE works on bolh the disk and 
laps versions, so just ENTER the 
lading, type RUN and then press 
ENTER Or RETURN, 

1 00 REM IKARI WARRIORS 
TAPE AND DISC BY Cy Booker. 
110" 

120 0PENOUT dummy.cy": 
MEMORY 412BF: CLOSEOUT 
1 30 MODE : FOR I TO IS : 
READ X : INK I.X : NEXT : BOR- 
DER 2 

t*0 WINDOW 50,2,19,2,8 
150 LOAD (SCREEN BIN 
f SO LOAD "WARRIORS' 



170 POKE 46EAB, LIVES : POKE 

4692A.111 REM LIVES 1-255 

ISO POKE 46914,24 ; POKE 

&4B2A.1 : REM INFINITE LIVES 

190 POKE 46A38.24 : REM 

IMMORTALITY 

200 POKE S6&96,*&7 ; REM 

INFINITE BOMBS 

210 POKE 4 6627.4 B 7 : REM 

INFINITE BULLETS 

220 POKE 47012,24 REM 

IMMUNE TO WARRIORS. 

230 POKE 4 71 F 1,201 : REM 

IMMUNE TO TIME BOMB 

240 POKE 47046,24 : REM 

IMMUNE TO GRENADES 

250 POKE 41B32.201 : REM 

STOPS WARRIORS FIRING 

260 POKE 4 1 B92.201 : REM 

STOPS HELICOPTER FIRING 

270 POKE 4746A.0 : REM LETS 

TWO PEOPLE ON THE 

KEYBOARD 

280 CALL 4FFD0 

290 DATA 13,6,3,15.16.0, 

1 ,2. 1 4 .26.24.9. 1 2,2 1 ,22. 1 9 
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HANDBALL MARADONA 

(Grand Slam) 

Attotttroniattf veiYOwnMate- w«htriesfcilieooe22378houldput 
nwMttt Usmg ine initials M V you on level L. 



BACK TO REALITY 

(Mastertronic) 




Another up that Juat appeared 
without ■ name A wea massego 
to A N Orrymous o* Stirling put 
your address on nexl time please 
w« do hk* to cr edM people with 
m*rbp», so putt to maKfl sur# why 
not write your nama and address 
on the back of tha envelope? 
Mahmg arm matter can be a 



pain - so al you have to do Is mix 
two objects , lake the mixture, and 
add one more each fen* Now mix 
Nitrogen eyfmoer and Methane. 
Diamond powder, incubator and 
darting gun Now get rhe Mom 
stabiliser and find the room trial 
shakes Take the oo*mlo rays, mi* 
the doning gun with tt and da 
dehlttt 



TEMPEST 



(Electric Dreams) 

Our old friend Jon Rocatta from 
across the sea in Denmark has 
sent «n a great little POKE for Tern- 
pest- In addition to mftnste lives. 
you are also given infinite zappere 
- definite overkill 

This POKE Is tor the tape version 
and should be typed in as below 
and saved to another tape. Type 
RUN and start up your Tempest 
tape. The game should load and 
run as normal. 

1000 CALL Sbc02: MODE 2 

1010 Nn 1140; pc &be80 

1020 chk 

1030 FOR n 0TO13 

1040 READ aS 

1050 IF a$ 'END' then POKE 

pc.&bd; POKE pc 1,*M: CALL 

SBEal 



1060 a VAL( A aS> 

1070 chk chk a 

1060 POKE pea 

1090 pc pc + 1 

1100 NEXT 

1110 READ a$ 

1120IFVALC& '< aS) chk THEN 

IHi iin ■ 10: GOTO 1020 

1 130 PRINT "I'll tetl you a secret. 

There's an error in line ";lin 

1140 DATA 

2 1 . bd. be.cd ,d4. be .22.be .be . 79 . 

32 .cO.be. 2 1 ,00 ,0 1 , 1 1 ,00 ,00,0*, 

0601 

1150 DATA 

41. df.be.be.fd.21. 00.10.06. 

07 ,cd ,78,01 .3e.0b.cd.c2.01 .qaf . 

32,07dr 

11 60 DATA 

ec, 1 e ,32 ,35. 1 f .32,5 1 .24 . 

01 ,7e.f a,ed.79.0e,tt.21 .00.10. 

cd. 16.0737 

11 70 DATA END 




DRAGON'S LAIR 



{Software Projects) 

Between Massimo and myself we 
seem to have picked up quite a few 
tips fo«" Dragon's Lair Next month 



we will print a Cheat Mode , but for 
now you'tl nave to moke do with 
the tips 



Giddy Goons 



Before the program wtll let you 
tump onto the next platform, the 
Giddy Goon occupying your pre- 
sent platform must be killed. Only 
the iump between the second 



(short L-shaped) platform and the 
third (long L-shapedl platform is 
crucial it should orrty be attemp- 
ted rf Dirk is standing right on the 
edge of the short platform. 



Falling Disk One 



Try to get to the bottom left of ihe 
platform before jumping onio the 
disk Once on the disk, run to the 
centre and wait for the wind to 
blow Doni run straight towards 
the Air Genie - instead run towards 
the far side of the platform ngai nst 
the wind, This means 1 hat Dirk has 
a much longer distance to be 



blown back along, and so 
increases his chances of survival. 
After six or seven Games, tha plat - 
form appears on the lax left hand 
side ot Ihe screen. The simpiesl 
method to get onto it is to run at It 
and jump. Eventually this move- 
ment becomes second nature . . . 
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Skull Hallway 



ft very tncky screen to master, as 

limmg is all important. HINT - if 
you have an old" tear joystick, lake 
it apart so that you can tap the con- 
tacts directly . but make sure the 
fire button is accessible. The 
movwshouWbettooe in me order 
that follows 

1) Tap forward to avoid the skuas 

2) Press the fire button to shatter 
the first hand 



3) Tap forward to avoid the skulls 
d ) Press the fire button until the two 
hands have been shattered 
5) Pun back on the joystick to avoid 
the bats 

61 Push right io avoid bats a sec- 
ond lime 

7) Push left to avoid the slime 
S) Push forward to avoid the slime 
again 
9) Push right to finish the screen 




The Burning Ropes 



Hold the tire button until Dirk is on 
the third Slab, 

Whan the rope rs at rts furthest 
potnt away from him . press fire and 
hold the joystick left as soon as 
Ok •* m the air Wait until Ok has 
swung twice and push the joystick 
left while pressing | he fire bull on 
At toon as Ok reaches the furth- 
est slab, press the fire button and 
push left at the same time. As the 
dsk nses, press the fire button and 
push nghi at the same time- 
tet eas e fust before the disk gets to 
the next level, Now jump u nhl Ok 



reaches the slab before the next 
set of two ropes. 

Press fire and push right as the 
rope is just about to go straight 
down Swing twice and then grab 
the next rope. Immediately leap 
onto the last slab by pressing fire 
and pushing nght Hold the joys- 
tick left andma fire button down 
unlit the disk is close to the piat- 
Jorm above and then retease bot h 
Now use the same tactics as for 
the first level ropes, until Ok is 
safely across to the other side. 



Weapons Room 



i) Press Fire to avoid the ball and 

chain 

2| Push left to avoid the |ug 

3) Press fire to push the waH back 

4) Push right to avoid the axe 

5) Push right lo avoid the shield 



6j Press fire to push the wall back 
7) Push left lo avoid the axe 
6) Press fire to destroy the shield 
9) Push forward to avoid the axe 
1 0} Finatfy push right to avoid the 
fireball and leave the screen 





The Tentacle Room 



t) Press fire to kill the f.rst tentacle 

2) Push right to avoid the second 

3) Push forward to avoid the next 
4j Hit fire to kill a tentacle 



6) Push nght to move closer to the 

door 

71 Push right again to axil the 




Second Disk 



Play this exactly the same way as 
I he first disk, but be careful as the 
wind blows half as strong - for 
twice as long The mam problem 



slay close to 



Checker Board 



Move to the square next to left of 
the one the Knight first appears at, 
and as soon as it appears press 



tire Avoiding |he etectn&fly, move 
to the gate and off the i 



The Dragon's Lair 



The key to this game is to get Smge 
to blast Ihebusn that blocks Ok s 
way, Once this B done, folio* the 



inlay instructions to destroy the 
dragon 
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Disk copies of Little 
Computer People 

to be won!! 

Win an LCP research kit for 
your Amstrad's disk drive! 




Activator always put a lot of worfc 
into researching their games in 
keeping with this policy, they have 
now moved their Litfie- Computer 
People Research Group to the 
Amstrad m order to extend end 
capitalise upon the wealth of data 
already gathered ' 

For (hose of you mat are not too 
familiar wirh ihe LCP Research 
Group project, the findings of the 
AMTiX 1 crew are recounted on 
page 16. They tell the story of 
LCPs first being found living tnside 
Cornrnodore 64s, from wnere They 
were convinced to leave and take 
up residence In other computers. 
This was mainly due to Actlvi- 
•ion's invention of LCP artificial 
habitats, which created an envi- 
ronment where the little people 



could live - regardless of compu- 
ter format 

U rs now possible for Amstrads 
pport this artificial environ- 
ment software. Unfortunately, you 
MUST be a desk drive owner in 
order to participate In (he *xp#i- 
ment. because the artificial habitat 
of the LCPs is very complicated 
and requires disk accessing. 

Actjvtaion are very keen for as 
many people as possible to wm 
this competition, and therefore 
receive I heir very own Utile Com- 
puter Person. If & VERY easy, and 
there wb 75 disks containing the 
LCP Protect for the winners 

What can be bo easy a task that 
everybody stands a good chance 
of winning? Well deaf readers, 
what you must do is io rearrange 



the photograph of an LCP's house 
that has unfortunateiy taJien to 
pieces - it was probably built by 
the same contractor that built 
AMTtX! Towers, Put it back 
together so mat it resembles the 
wonderful LCP penthouse as fea- 
tured in the photo on page 1 8 

Send the rebuilt house to 
WALLS COME TUMBLING 
DOWN. AMTIX! Towers. PO Box 
10, Ludlow, Shropshire, SYB 
1DB - to arrive here before the Slh 
of March, 

Don) forget that with 75 disk 
copies of the game on offer, 
there's every chance that YOUR 
entry will be pulled out. So get out 
your glue^setiotape/stickjng pias- 
ters and enter now - even rf you're 
not the most artistic of readers! 








A TASTE OF 
SIBERIA 




he temperature uutMiii- iht- D own is minus 10 and if<t 
' Mi< vwing hard. The forecasters claim .1 Siberian winter 
j is with us To (op it all the healing i* not working 
k properly in the uffice and I here-, no water 90 we ODi < 



even enjoy 4 hoi dnnk (correction we have waicr w> 
w heir's my dnnk?) Things* are had, fellow adventurers, 
but don't despair all \t - 

This nontni adwntuir section contains two new 
*game^ from Incentive, released on iheir new Medallion 
Adventure Libel and designed bv means til the Graphic Adventure 
t rvatpr Then.' is ak'jn exec [lent tnlcuy from Rain bird, and an Arcana 
section crammed with solution* and hints, including the Kill Dilution 
IbrDncuU 

If the weather continue* tube so inclement it will give us adventurer* 
some unexpected bonus Aim put er time Keep warm until we meet 
again 




Following the success of the 
Jet* WsflfUirWs:* trilogy Rain- 
bird and Level 9 have scored Vet 
anolhc-i itiCCWi rhis time nn 
have revamped and repackaged 
$Htmstmli. Return in Eden and Vu- 
Worm m Pemitst. and released 
them tn a three game set entitled 
Sfapn Dnwms 

llfVBAU 'Twas a number 
fell ago that I lirst played 
Saowoo/I on my trusty Cummo- 
dure I remember it well, because 
I played solidly for about ti 
houn and thoroughly enjoyed it, 
li still ranks among my 
adventure*. 

Vuu play the part nl Kim Kim 
bertey, secret agent extra- 
indiruire, whose mission 11 to 
safeguard the interslar transport, 
Snowball 9, against sabotage 

When vou are awakened fmen 

iour modified freezer coffin, you 
now something must be very 
wrong Your task is to discover 
what 1 «nd put it right 

StrnpteHuh* 

You will have lot* to do and 
plenty to **p*0*e, for there are 
quite km rally thousands of loca- 
nons" The game unfold* wonder- 
pulling you into it* own 
world until you become totally 

. • gTO*ttd 

The new version has e\ 
thing that the dawic had - PLU&: 



Graphics. Extended leu iie«rip- 
in in-. m English language 
interpreter, and generally a more 
user 'friendly fe< ■ l-n it, but 

don't get taught hv Nightingales 

RtnmS TO EDEN:- Once 
again vou pl.iv the part of Agent 
kim Phough vou saved Snowball 
"*. the -nehow got the 

wrong end ol the stick and they 
blame you lot its noo te y They 
were about to make you eat vac- 
uum when you escaped, naked a 
stratevghder and took ofl fot 
Idrn TOO (and safelv. but the 
SOW of the Snow ha if have not 
given up -ill intend to 

Yuur tirsl task here is to .1 
their punishment Once you have 
survived this onslaught, you 
must go onwards to lh. d 
city where vou have to ensure the 
safe arrival of the Snowball and 
EH ".■> W ill you forgive and forget } 

Apparently the mechanical 
inhabitants of Enoch (the domed 
city) are Ukc-lv |o destroy Snowball 
" 11 things are not corrects! 
Once again the crew'* 1.1I. 
depends on \ on 

As m ^muchall. the game has 
been revamped toirulu at I among 
other things) a good parser and 
help r>n[iri. Although I don't 
enjoy it as much as SmwifttJ 
still very, very good. However 



sniling peoplt Jot by. Ft fuibot >PPf*ri 
.«ncl looks you over, you mr* r inert so 
fas for he- 1119 in d*bt It drag) you 
to the hovjutal 

The d*y<iet sass» "Cood.b«» » boss" *m It 
w* telle*, you hqwp off- ' 

Vou *r» in ttj* bods/ bJinlc where giblets 
•*re traded Exits aire* **f>t anxl 
northwest. Vou cam i*e * consultant. 



11. Mould you like to 
ipair* ory*n^" VCS MY BUM 



MY BUS 



your 




after a while the little animals m 
Hi.- ivoodtand do lend to become 
a pain in the Trad-dad* - Have 
tun with the tree- lilt' 

m ifiAf fN PARAD}SF. Unfoi 
tunataly one nt IhOH three had to 
be the iworst and ihis i*n*. You are 
a oh/en of Enoch. 100 years alter 
the time of Kr 1 u rn to tdrn Tli 
js mr> as 4 bwtrvoleTd bun-auc 
l7Ky, ami it is truly * paradise for 
the si 1 . ntv. with peaceful 

-■ltd full employment 
I ven so it is a real ch 
sjys here) tor tbnse ivith higher 

ambihons r I'spniallv il 
intend In UVf Ihe world. A case 
of Dagget or no D>tgget' 

You begin the game in ■ Dream 
Sequence from which it is a shame 
to have 1o wake up I en joyid this 
bit. From here you can explore the 
city, get into ' trouble, sell you* 
itals and generally get 
totallv confused You'll love the 
Transport system 



I'm goin* back to find mj 

three t evrl 9 adventures <m 
lap\ - for under a iTvei 1 
also get the nice Rainhird hov and 
• 'll,i lull oi inform.) I ion and 
/.round material 
All three games hove sueh 
lovely functions as. Ram, Save 
load. ot>ps command, 'Gel AN', 
Examine all except Ihe 
Behemulh\ Get the llas\ and fill 
it with water', what wonder- 

ful stulf 

Why are vou still reading 
Go and buy tt! 



Atmosphere 


81% 


Plot 


77% 


Interaction 


85% 


Lastability 


79 "-. 


Value for Money 


80% 


Overall 


78% 
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WINTER 
WONDER LAND 



Incentive (Medal '/ ion), £7.96 CdSS, 



This is Line ol IWO recent 
release-* from Incentive on 
ilicir MW Medallion Adventure 
label, and U produced with th.it 
marveltou* utility. Ihe C«Frf,"/rj< 
Adtmtwrr Crr- 

'An Men by Tim WaJsha and 
Simon bipsdomb, it opens with 
vou beside the wreckage of your 
Cessna tight aircraft in the middle 
of ,i vain snowfield The plane 
seems irreversibly damaged by 
ih* rough Lmdii^, and you have 
no choice hut to trudge off into 
the snowy wastes idesprle theare- 
hc conditions, it is en av enough to 



stay warm) Your objective it in 
reach the hangn~La, 

insm where escape lo (he out 
world b possible. 

It is from this point onwards 

thai the garni? deteriorate* and 

becomes a ease of guess which 

ob|ect you need in order to over- 

thts pmblenV' A ' 

amount ol equipmenl in needed, 
but then* is a timit i*n the amount 
which qui be earned at any one 
time lliis does not help in iny 
way, il dimply turn* Winttt 

I into Sw type of ,idven- 
ivhich forces the player to 



save their position before buying 

finishing the game become", 
impossible if you don '1 I hi 
ol carrying ability also mean 

ol to-ing diid Int-uig which 

verv tedi II tew 

• 

[ he lust hint I go* ot the game 

being disappointing came when J 

asked lufummi' the large gn/./lv 

. Ii.. U Nocked my path, the 

computer replied Nothing worth 

reporting Kick, about'. Perhaps 

the author* I eel blase about being 

bv i b'rrulc'iin mammals. 




t>u 1 1 don ' I * f t h mK a lot more coo Jd 
have been put into this and m.iny 
othei situations the Giant Bee 

encounti 

has to be made. 4 and in thi 
the G AC, ] think it doe* 1. I wot 
prefer fewer lo* 
atmosphere ih^r 

The screen I.e. '.ible, 

as in the graph jh I 

they 
dun c m tu.illv add anyihmv: 10 the 
Spent ambience created 63 the 
text In tact it wasn't very long 
before I turned the computer off 1 
like 

*mg game* AlFihat I s eemed lo 
iiiuig (apart r ind 

saving my j ring 

and or hiring )N<m \i ■ ' 

use on, B The tinlv real adveir 
ture-tyj 

weaone wraeh in ind 

a master key in the hotel and that 
didn't take long ' il 

hough th. ha* obvi- 

ously been worked no carefully, 
them* i» evidence ol slight u 
lion to detail 1 m Ih. 

we) into and . . 1 ilar 

locations), there .-- ■■■ 

: 11*4- USC ol the iajIIHIH'' 

m ba*ic 
rheGAC is a ear 
therefore 11* use *tmuld surely 
nritduce better adventures than 
this. However this particular 
unt should no! be a tola] di* 
aster fm Incentive although il 1- 
pricey for what* on <>ffei 



Atmosphere 


40% 


Plot 


35% 


Interaction 


48% 


Last ability 


40% 


Value for money 


30% 


Overall 


39% 




This is Peter Torrance's blest 
offering to the world of 
adventure games What do you 
mean Peter who' He* ih> 
who wrote Suktunk, Seatotse Petit* 
and Spy tttk I his Graphic 
Adventure Creator produced 
program > Vjrm 

\ I know, I know') - a lonesome 
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cowboy, skint but still able to 
dream. In Ihe local saloon v > ■ 1 1 
overhear an 'Id timer jabbering 
on abou 1 the i fgtnJ of A \ 
and the strai; n power* 

that protect it. Disregarding the 
jMisstbte dangers lot to 

make thai guld your own. 
Having ted vour hone, you set 



nlv to be LjuidUy captured 
.in J imprisoned in a iMgiv.itnbvd 

UHeredsklna, Hen 
find a sheet of paper which gives 
io*e lhana gH<i*.[ ,.i ■ chance 
ape, dun il s time to explore 

■ llip 

must repair your v. 
before vou can leave, but this is 



not loo difficult {although the 
■dik- problem is .» little 
an 1 1> ■ - 
' Wild W< s up to vimj and 

vou can explone and p*»nde; 
your heart's content. 
Sbfob'i^and ixnth- 
jititt enjoyed ,' 
j'jd somewhat spa? <Jj 

■ 
i ttt" 

Gobi however i,n i,-- iJn^- tome 
thing' Once a few ponies have 
b ee n conquei 1* no incen- 

tive (no pun in tended 
So I didn't. 

The screen layout is alnght. 

with location graphics covering 

the top third < .1 1 i and the 

w 

The 1 adequate and the 

desert pi ion* and atmosphere are 




*r« FlRl 



Hhrtl nou thru y*r t>t*r '* . . u 

Vou *r? h i oh up mi the rd<lf of 

MOUNTAIN. A-, EK* *iii» >rLv, a 1*1 

Ifft her* burniiiQ.tAils ttrlf sh*do*#i 

all .trouiwl fhrrr -. * shtrr drop ov*r 

ih# »dft rtoMi* In ,< HUGE LAKE . A FATH 

behind ^ou. U**l-. DOMM . 

Wh*t iitfw thi>n i?*rtn»r'* . . %t*oh* pi] 



acceptable. Ill* graphic* them- 

but 
thei * the game 

Mr tntranci -.1 adven- 

lUTUS MtTf Wl'JI thought Kill and 

nut'1% priced, but TTif legend of 
■\:i.;. ! !t vi'.'.j is neithei However 

i I'm 
I will do nlnght for Incentive 







Atmosphere 


45% 


Plot 


43% 


Interaction 


40* 


Instability 


38% 


Value for money 


30% 


Overall 


39% 



I 




Lever and Mr Jones, 

on of Htmpstead and 

■ <naimD*. team up or* r again 

to bnnic you their latest real-hie 

adventure - Ofdey &wrr*. 

I h 1 1 pj rtn; ular piece of soft ware 
plates yuu amims the iimri' 



mis sector ol mankind, as a 
convict defamed at Hit Majesty's 
pleasure Actually, ynu begin the 
^iimi' in your eel! cm the very day 
of eour release. Three long years 
was the sentence given In vow far 
vimi part in the Long 'Pi item 



Sp»g|heHl l .'a per Now J 

yous time, and can imce 
mure goin the real world. You 
come uut itching to pull oil that 
one lucrative job which would 
enable yt mto live in luxury for the 
n">t i>i your iiii' 

Once free of the prison you 
'duck and dive around the 
pkktng up neces- 
sary information and objects 1o 
help you pull nit this "bntluni 
caper' Vim m.iv tin discover 
about certain dastardly do- 
haddvrs whom you can ch« 
recruit into your gang. The game 
end> when the crime hat been 
successfully earned out, 

I\*ipl Ctifitrs come* in tWO 
parts. in pan one the crime .in J 
^ang an* selected When Ibis to 
completed v»u are suppln-ti with 
a password to enter part two and 
take part in the actual crime iisell 
On the flip side of the cassette is 
the Dodgy Gwars song, in which 
there may be Mime useful lips to 
help youlhroogh the adventure. 

I found the game tatrly difficult 
to get into, and would have liked 
to spend more time with It. alas 
deadlines would nol aJlon Fhi 
dread two hundredlh mine soon 
CUM and went, whereupon my 
we Hie* were filled with cement, 
and the man in while GttCd shoes 
threw nu- into a watery gra^ i 
delivered the "Wanna, nuvva stab 
atit, eh?" message 

However [ di i feel (hat t ieezers 
has. potential, and 1 shall continue 
to do hat lie with Messrs Lever and 
>v far I can get and 
indeed if the game can retain my 
inter 

One nr i wo quirks nestle within 
the program They are nothing 
too drastic, but annoying 
nonetheless. Ihe\ mostly consist 
of menagi 

wh«*n pi-rftag^ thev should nol 
Tarrying in ihe prison visitors" 
riHim results in Ihe 'Gcorgf 
you a slip of paper' routine tvyvji 
mg it sell ad infinitum Also, the 





i* i r 
i 


i 

• 4 




! ^— m 








^ 


■ ■" J 


iz 






Bhaaafl 


1» 




• 


Vou see 


the 


bur 1*4 


figure of Bullet-proof 



today . 

George says: "Vou know, you and «e 
ought a 90 straight from now on, I don t 
nind sayin' I've had enough o' bein in 
chokey. Tell yer wot. Vou bin good ter 



dogs in the breakers yard m 
quite clever apparently 

being able to stalk, growl and 
menace you whilst a-leel 
another quirk ts ihai. in trying in 
lift the manhole cover vou are 
informed that it is tot* heavy to 
attempt single-hand ed even 

when you re accompanied by 
Tweed let '"). 

A bmc elapse routine is 
included, and you ate periodical lv 
tiled that it is Friday night, 
Saturday morning . ■:.. I must 
admit I tike the licensing himr-- in 
thin place, wherever it may be - 
they even outdo Ludlow on a mar- 
ket day' Admittedly one cannot 
enter a boozer at any old Mm- 
once inside it seems lh.it you roav 
stay there forever . 

rjeezers should be played with 
considerable cant. It to Inadvisable 
to wander the street carrying 
loose cash or offensive wcagxtns 
(and try not tu be tuo near that 
idiot Cracker when the r |elly' gi^es 
off) 

Written originally on the OtriM. 
the adventure ha* been 'doc- 




tored by the Melbourne lluuv 
marvels, to make il loot nice and 
accept linked inputs Ihe usujI 
verb noun sentences can now be 
joi rled together using and, i 

a comma. 

The graphic*, which show the 
result ol certain actions thai u>u 
nughi lake tralher than depvel a 
locations are large and quil« nice 
They also display the potential 
members of vour gang; ptctimally 
1'he hDd is a prominehl ytll 
a Hue background 

I quiii enjoyed OodgM <-*tsm 

(more lhan might be said lut le> 

fKmtte/uiiwf), and am determined 

nine at si»me later 

date Despite the fact that it was 

10 map (something whiih I 

Melbourne House could 

well have a winner ht | 



Atmosphere 
Plot 

Interaction 
La st ability 
Value for money 
Overall 



68% 
72% 
55% 
70% 
71% 
68% 
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Tdftteltne i> sometime dur- 
ing World War IL the place is 
somewhere in Burma Vou were 

i tpttin .1 :■ • I ip.incM wMfers 

. then 
:n I he dense 

•ru* particular sci- 

heB is somewhat 3panW,*S 
the Empero t'i bm belies 
fungte i!m'!I to be a sulfide in 
deterrent Id mir -cape 

attempt;, by Ihr inmates Hnw- 
dui' in a -slight 
fever, you find yo 
tutalh within (he 

camp the temptation e 

i.iste of freedom 
on your lip you prepare to escape 
into tl ring undergrowth 

and who knows wl-r 

been 

n with the Graphic Adven- 
tun Creator {although there is no 
mention oi m the fv 

iiigf), and has put mv mind mt< ■ 
'fiirig ot ,i dilemma 
Although! enjuved the gam 
much, it <! n a number iif 

injj iJi es And 

though it hardly oo/ed atmos- 
phere from my monitor, I shll 
could i playing ihe thmj; 

Once started I was determined to 

the end, reach sh> 
and ultimately to attain freedom. 
And amid much bad language 
iittd head banging, J got quite a 
kick from doing w The 
.ltorrnu'ntinned dilemma is how 




do I rjjte rl Regular read- 

ers will have seen Vhe Pawn review 
recently, and may ha\ e noted its 
lade award with j score in 
excess o( 90% Khoshitm cannot, 
or rather *.hould not 
with Magnetic Scroll s m 

Hit trnm a personal enjcii 
uit'ni [Huni i^t view (t is not Ear off 
Pit" Rnm retails Jor 

pound*, whened the 
recommended retail price ot 
: h 0.99. Dcx 
that to achieve ■ score in the 
■ 
be a tenth as good a« TTm - /'.. 
taking into acciuinl the compara- 
agatnsl th<* amount of 
ure derived? The percen- 



iwanted toadvi nturescan- 
[U't he relative lonlhef adventures 
reviewed. It th.ev were, and I 
awarded Kir, 

then a game such as llu- Pmm 
would hive t< ■• 'und 35"i. 

which is quite ridiculous! fLich 
adventure which I review I** I 
iij» a separate entity, and shall 
stand or fall on its own mem 

A good rule of-lhuinb guide to 
follow is this a game which scores 
between 3(3% and 45% is not ven 
good, a competent game wilt 
probahh score between 46% and 
60%; and anything higher lh 4 m 
tins Indicates thai the game in 
question ia excellent - Oka 

v (hat I've got that off my 




*J t*r You can see a stone 
HKat now?. . ,w 
£©u are standing inside an old Burmese 

What now?. . , * 

rou are standing beside a carved stone 
altar y u can see a stone 
What now?. . .■ 
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chest, let's go back Uj the Bunne**- 

■ Bribing .i sentry with his 

iavourite brand of < kwiH 

I key to unlock the medicine 
cabinet, I rn which are 

a knockout The knife and meat 
are necessary t, »r proh mged survi- 

- is the poof ot water when 
I he animals quench I heir 
ihi^t do rmrth to ' 
kip before drinking youi fl 
you may make .i meal of yoursetl 

There are, perh.ips, too n 
sudden deaths in Khtyvhnn*. drink- 
ing tl the waterfall, cfimbin 

-■hi h >iing i hi- gun and soon, 
Mtt vour position fair: 
pneveni having h Irom 

scratch If you havr round the 
lighter and managed to fill H 

■ «'ii> i" be going found kldr- 
d you 

should walk :t from tt.r 

fMUjr horn kfai-Jiimj is .in 

'I" pi|//.]l a H 

,ire (jirlv i'.i-.v tl .iml ignite 

logical Mapping the |ungle can 

vere - it is worth it the u 
lavnut i» neat enough, wiih the 
l>'P third <K'cupied by a graphic 
representation up youi wnereab 

OUtl lot no! il Von turn then 
The picture nandard is not loo 
high, but it's t^uile bearable The 

Ei I lie 
sparse, but the: 
atmovphere and a * :*einj; 

up fur it 
have ill .V* lo spvnd on an ad ven- 
der 1 strongly HlggCSt von 
huv this one 



Atmosphere 


55% 


Plot 


55% 


interaction 


48% 


La stability 


50% 


Value for money 


75% 


Overall 


57% 
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I've been amazed wilh the amount of response I've had, 
with tips and solutions flooding in - hut do keep Ihem 
earning. I'd real I v appreciate some maps too, and as 
always I'll do my best to publish them. This month I 
thought I'd give you the benefit of mv findings foe 

Wii/lhe adventure from CRL which was reviewed 
last month , Keep on adventuring and long may your sob 
uhons keep flowing! 



DRACULA (CRU 
FULL SOLUTION 

Parti "The First Night 

I 

I \ L . 

LOOK 

.1 TABU DRAWER 

rcH. 

UGH1 1 

CLOSE Di KK)R, D, 

■ 

K IK 
LOCKI.H 
SLEEP UNLOC K IXX>R. OPEN 
H s r> v. n WAIT. 

WAFT, WAIT, WAIT. JOHN 
HARK1 K 

Part 1 The Arrival" 



WEAK 

U M \ I *■- 



EXAM! 
CROSS. R R. R ■ 
BOARD' \T. 

REMOVE ( R< (RT 

CROSS. I 

DOOR EXAM HOLD 
LOOKAR) EXAM 

FRAME > > 1 l (AM 

IABI get 

TH. POLISH TRAY. W, W. 

N.OPEN DOOR. N UFT, RAIL, 

WARDROBE, S, K. R. 

R. R. R. fi iABLE (.11 

BOTTLE. BREAK BOTTLE, W, S, 

R.R.R, GET SHARD I 
CUT CURD. W. V% 
GET CORD, N >RD 

!>. WAVECRt 

GET LAV N,N. 

GET CORD. S, D, D, D, W, TIE 



CORD, DROP LAMP. R I 
CROSS. WATT, DJ IKH AKI'f I 
OPEN TRAP N BOX. 

P CROSS, 9,5 

Tart 3 "The Hunt' 

i ES, EXAM DESK 
KF/i A CHAIR. GET 

COAT, WEAR ( OA I , EXAM 
.. F'AH 
MAN. TURN FACE, READ 

H 5 N W \ *AMRA( K 
■V W N 

. W U 
SLEEP, h 

- AROUND. GET 
U i\ '.'. 
WAf'l W ROP 

NEI 

■ 
WIN 



E.U, 
Gl ! 



; iMlkAROUf 
\l K 
Gl J 
AM CUPBOARD, 

SEE" HANDLE. 

K, R. 

1 IGI' 

MTOMB, 

\INS, ENTER TOMB, E, E, 
E.E. 

ZORKOM tlafbCMBj 

HII SOIL DON CONTINUED. 

month t began Id relate Ihe 
igs of Reginald Graham fof 



Infocom-i adventure, /( •/(>. >ou 
were dli lei: living h.uk »ut ihe 
rainbow wiih a colleelinn at van 
. d back In 

if 

.v return to Our north endot 

iitl gel ihr pump 

Jam bas* 
pump UV Itw Kyi Not* ]i>nrnc\ 
to near the falh and collect the 

I A'av« the defUu-d din 
where you band it A win 
deposit the treasure. New brm^ 

imp, torch and lavwdr 
and godov 

to (he 
■i No* g 
KVJet, I hen ! 
to get the 

lival I 

(N.E it the coal in the 

,i -i- ■■ ii ■■turn into 

• timber 
rihim Dr*>p everything and fje-l 
ibrough Takeever^hmg jnd #» 
S. I*ut thecodlin Iht-mi' I 
Inrr) it rm with Ihr ICKWdri 

, >>u will I u ve J Go 

i put ever\ thine in the bas- 
ket Re -futfi the crack and lake 
thing and return up to the 
rt roomi it. lake 

, !lini^ and go and /.el tht' 
node) H need he amp Ihe 
p id nil. js it m dun t need H j Now 
return home and pul ail I he (fea- 
ture in Ihe ate. 
NB; The return nuy be made 
ijuirkri by taking tht' mirror and 
maktngauuu k turn around 
'leave the djm .is. you lound it' 
and qmcklv zoom di rots in ihe 
loud TiH>m jrvd ailledt your hrlty 
pliitintjni bar, Kitm.-, lorthrbig 
fifth t oi ihe j^dmi- CoUecl j 
sword ,ind ump, ko W, W. V and 
rtinlnuM tht- ttwi and bv into 
him. it'll ukt* time but ricntiidlly 

-vi J|. hopefull; 
him A* wHId*thi>i h,ili< >-. ttilrttu 
And *nv othei treasures t v r» 

j peffeullv op«?n«."d |ev»*'IU\i 
Then go and replenish vow 
Mm 1 raw and Lik*' the tjrury Up 
in the tftt lop md wind it up for 
i|fttkrev« icannntah 

if lulhi. ihni and b\ tvpiing 
tcorr, %ou II i 
end lh«- >-dini- 1 SW (mm mailbox), 

SPY TREK (AMERICANA I 
SOME HINTS N' TIPS 

M' r. wmu' help tut Amcnuru'i 
i'hi-iipv adventure ■ You've p>i 
Andn-n Woodgate to thanl 

thia. Ht'hitvlHTnKittlinfidviniy jt 
this one litr ^vrnf hmv If dr' 
h.i^ j;oi dny further wUh this then 
do w rite in iind the tip> will br 
printed nn-»t numih 1 Uipetully 

EifNt i<i ,tll you «re lyiry; In a 
ut put l.itl l-ld' 
When Viiu gel nut input "Evdni 
Inside Pockrt'pick up thi' pill and 
waBet, input Swallow t'lir md 
you will laint .md end up in in old 
ittwe-rtNjm, pui Open Bhilcaae, 
take out wia .mil K'tird ,uui wear 
them and ihen input Enter t lout 
Go west, input Pu-th Button and 
then noe.i-.t iv. u. ,ind input -Hon 
Belt 



hIl 

( »tv»C mn until he <u\ 
different F^rk Up ttw 



u cut 



dm] then 1 huon. «n IhroUj' ' 

cu>tom*« jnJ input She v 
and then Enler Plane 

G*i 
SertKtn and input < 
and then t.iki ■ 

it dnd ui} 
Onion 



Goto the French i.i. iKdnk 


■p* 












>pen 


,oup 












Balloon 






i will now 




in 


Switzerlan 
















■ml 


dig.nnipiikup tm- R»«d Thai 




tdr ,ls I h,H'e y 













RfiHIN Of SMIRVmiOO 
lAdventute International! 
THE FULL sou ||( is 

SO, OnOfh he I ftdve ii 
solution lor ftiNT-j" -,i\vii 

courtesy ol Mr A Ru-hd-n hoiii 
FJte«mert lb Wirral II 

I help vou in w;ii 
^irl !• t know ■• 

Stmd <»r phmnert, grab the 
guard :c ihe guard, 

M-jnti >;ii.ird and £• I <indo 

bolt iind open it, go 

thruuith ihe A 
dimb t 

UlHIf, l.lhl" Tile IlL'FII ii.inil U14Jf . 

and £■> through w 

Co ft< waterfall, mv "Go V. 
md net wed- 
.mil net C/iiJ»rter-%tiitf. \i, 

•u m. ill tree him Dropstafl 

Go; 

jnd cet Tinn h 

■ 
,nj;hamand i 

In contest *ay "Eire Af 
and win when Si 

throws down silver arrow, f;et it, 
then grab vhend ai 
gates release she rill 

ind find i k and ulk 

Id him, then go tot ,<sit, 
K«i Ihrough trvt' door, Ihen Siiuth. 
kill b' -■ ilti Sihei Ai 

unhe Marion and EJurrum 
leme hstone and Stiver 

Arrvv Mndihmb 

statue of AzeaL eiyimme the eyes, 

md ft gold 

Go and ftni". ihe Ta*« 

man, grabGregory. eMmmerari. 
rumiM -vaiLs, and ^et gold. 

Go to LeaforJ GfUMM 
South, exdmini 
lie lo n*lldr »n 
thiel 
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Go and &nd tta &eri and grab 
the hum, mlet cart 

Wh«(t in Nomnjjh.im court v an.1 
uy then leave cart, 

climb the battkmirnts. &uihmugh 

doOTiflDthmiif.: itld'-or fi-]r.l-J- 

Iht'n ■ J Exarv 

eel crest, gold, Imichitune, gt* 
through door, *o thmugh nghi 
hand Jim go tftfvugh wind 

Go ' 



ouch* tone 



IH ■1]IU 



gtfl 



Then finally go to the Stone Cir- 
Imp df your Ti*uchslonfi 
and ll H imw to t*nd the 

gime 

THE VERA CRUZ AFFAIR 

i in Ingram**) 
HAiFASOLLT. 

Ye-v I'm v^^B" 1 '* n ' Ll 

tnci'. 

hop* 4il of J'l'u ijn i. 

thesoluluin These -cximefnim Hilt 

Wemtr, from tiwernev 

of" all input Gun, cartridge, 

thread burton, diary and 

addrvf ., Rothmai r and 

rnitchb 



Then read on 

PL' PI A : 
SM I 
FOKEZ • 
ST-ETIL\> 



bam 21,4.51 

>ce Brrgwn Si reel 



I returned h lhnut 

11. 00pm. tnt! i two 

men whn r . and 

MoaBMM _.i*(ra 
hon number*, were 91 1 1 

C*nf o| thr men wjs J.irk 
haired and hjJ a thitk r. 
rache IcDuldn'lMclhealheTonc 

verv Weil at .ill 

MARTIN Ni- to 30 237 

LYONS Uv<saiiheFOREZR*»i- 
dene* Dergio n Street ST- 
ET1ENNE. 

— lam tht'nc*1d<w»r n.-i^hbour 
i*l Mt» Cruz whom I don't know 
very well. On the 5,10,85 utwiirdn 
10.30pm t heard barium ^ coming 
from her apartment bol a I the 
cTKrtm-til I didn'l realty I hat it h'jh 

i gunshot 

— Inn recall. 

ADDRESSEE NOT KNOWN 
STOP 

ADDRESSEE NOT APPl 
BLE STOP. 

ADDRESSEE NOT KNOWN. 
5TO 

ORrGCtfK/'.YUV^ 

destgiest-etienne 

PiSTOLETT MAC SO No GS6743 
STOLEN ON THE11 l.affK" 'A? 



ORlC, GIF CLERMONT 
DESTi VE 

CONC. ROBBERYOFt'A MAC 
50 G&?4.* UNFRODLH TtVE 

no a /*.\m Car mark 
W HAD BUS SEEN i w ^nf- 
Il.RTHER ACCURATl 
IRMA7TON 
WCOi VI WE KNOWLEDGE 
i)/ ,■ 

ISPROBABn *NF* 
DIFR OF THE 92 IR 

LAFEVtLLE Nadtne bom 
/.25ft in Uifrncv (?ft,r rr-wJingJf 2 
Baity StiwNn.S VE 

ln\ ■ childhood friend i>f 

- I tnel her the day befoi i 

ud she fcnrn too 
murft jhour .1 nasty business and 
w*& afraid vi ■ certain 'GYPSi 

ORIC3 CRRJ i > t *MS 

destcti ■ <rrur\ 

SIFGIFR PI HUBERT, CON- 
> EARS 
tMPRlStW'MFNT FOR Pf>W S 
s/t >\ t >i AflMA 
CATEGO^Jr AND ADMITTED 
ASSAULT AND HA ITFRY (AFF 
I IA NI W EP » V t'.7E ST-CA LVf tER 
12 > IMf'kiHUNED NEAR ST- 
PAUL LYONS. 

OfUGGU STGALMBt 

DESTCIFSTFTIFS* 



SB OUR ORGANISATION 
ARRhsTED ZSEi 

PI HI1PFR7 Wl It * 1 1 AP HI A TEN 
A £ I // VT OF PROSTITITTE, 
t \ \ 1ARUE. 1VMC 

IDN'TPAY tttt 
INSUFFK 1F.NT I VII >FXCE 

23ECLFR COULD NOT BE 
\RGEDWTTU PJMPtNG. 

ADDRESSEE NOT APPLICA- 
BLE. STOP 

ORICCRR) LYONS 
DEST CIE ST-ET1ENNE 

DEl-ARUE'EVA, NOTORK HJS 
PROSTTTVTkl APPREHENDED 

A t A \ > IIMtSKX SOUCITLXI . 
1 >.\ I'l HI H STREETS. /MS 
IVEN THE NAME OF 
HER PIMP. 

DEI. ARI I E M bom 23 I 57 
in PARIS Unemployed - Resid- 
ing HO «*urs fVunW ST- 
ETtENNE. 

Vera didn't commit suKide- 

— jf h^vf heard, foedUv, thai 
she knew uh) much about a 
burglary jnd thai the had j , 
ler atmoilg her rtmtomeea -J Mr 



■H Hubert ol 
.tnd tlut /ii» praptrh 
i*'j* broken into rvcentfy Dtwh 
vtwr«Hin rondtnkNH Imnt that. 

VELXOCHB Hubert - bom 
21 4.SQ m L) 

VNrT 

- - J u«(ij ^p K 1 with Afj l 
ralhesr ftvyuently but -ifitx* ib«» 

her any w 

—Personal!) I was attacked on 
rtd <»/ October IAS5 by thn?e 

men; im<- 0/ whkh kitted rry m rf4- 
iv/i.j hjv fn^ti^' f.> caff for fhjiv 
Tnc */Tmrna/> hH>it ^ix/lf Tftr 
SI FlIFNNE 
f-ikt 1 ctt*} of this affair 

OmCi IA1 ^1 I IHNNE 
DESTGIESTEI 

THE HOLD LP OF 
DELROCIII tEWBUERS HAS 

NOT BEI ■ PRl 

SENT. MUKDtkkR OF MMI 
DFI.RiK) II y \ s WERSTO ll ti 
\h KNAMEPHlt A9mtni 
TR1DG MARK! 

3-79 WAS FOi ■ THE 
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iPEDlNABMW THE P£K 
PFTR A It IKS WERE (VET. I 
INFORMED OF 
t£RS 

ORlGrRlSSTPAUL 
Dt 

HS fMPWS 

J Z1FCI.FR PHIIIBERT 
HAD FUR If IS CELl MA 
J.tfiAT t-fOA'tJs \\7>W 

GttJJ^ ADDRESS oven 

RELL CAR\i 

ZIECLER Phtliberl - horn 

* m LYONS - Rmk Btm 5 

Qinpf Stjuarr in ST-ETWNNE - 

•'ployed, 

! knew Vera as j trierid I 

knntv she made her h\tftgbyptt»- 
tituthm. she *« i my pro- 

lege even it mtm time to nn ■ 
did guv me j /ifffe mom 

F fal NOthifM ate»irf hrr 
,tnJ / hdir nufnintf miw to 
dedan: 



QRIG CRW f 
DESTCIEST- 






IMPRIS 
F< IR Kj 

/c> HAV£ fMKTH H'ATFI* IN 2 
■ HOLD Ufii ( Ml HAND- 
It nit) CIAI I YONl 



OWGCtATLYO 
OESTGlEST-ETtENNl 

THE OFFENCE OF RECETV 

V tEWELS WAS 
COMMITTED H) CH- 

IT WAS PROVEN 
THAT HI 

WAS IN JEWELS WHICH HF 
SOLD OFF IN SWim-RLAM* 
THROUGH A LINE OF CON 
TACTb WHlt HAS 

HI fV ABLE TO BREAK 
THE RUNNERS HAD THE 
\ti 'A STAN. Tttt-t 

At H Rk TLX.FTHER 



ORICCRRjLYi 
DESTGlEST-ETtENl 

ABDOULAH HOONS. 

ViCTED ll.W. TO 2 YEARS 
IMPRISONMENT FOR DK(<i 
PUSHR\ 



ALLIES AOTBfTtHWKS IKC. 

Item Allen \t. 
feriTTfr, / 

on tlu 

15 StVertth AVfnur. I. jrsttin 

Park, Heading, Berkshire 



Roy Alexander: tj*rd*of Time, CW* 
■iJimturt, Heroeiot Ram, 
.: .it World'* f ptJ, Message from 
Andivmtdt, Suixuuk and Gremlita 

!•• I li'ly Qfl ''i-ietthmnil 
and Ki-'Htj of Sherwood. 
*3 r Denmark Rd, Poole, Dorset, 
BH1S2DE. 



I metnld 

n of BuH. I al 

The HMttl 

24, Willinsdon Tark Drive, 
Hampdm f*.trk EaMhMRMi I 
Sujttei. HN22 0&S. 



I im t iUrm-V "Vf-J'r T f rtjj 

Cte»- 
.<if Atfoenfurr 

!<- Gli* AdunUure, SbJ.. 

Sfvllbtwnd, F 

dumb, CettiGsal Caie Adivnlittv, 

Advetiluteknd, Sphmv Adw 

and funiasta Dizmi»td Also 

limited help on Dungeon Adixn- 

turt, tmrdi of Time arid Adorutunr 

CWsJ 



Simon Murtmr/ The I j*tJ at the 
initthpam 1 and 2|. The Hob 
Knigkt itfwu-and Tht K 

2 Vemhill < lo*e. Off f ernhill 
Drlvt, I ivrrpiwl, 1 J 8LB, 
IPS I dan rtjvr j map of Hie bctl 
route through the Mine* of. Mum 
in I <m| <if the Ringi.V 

n Dast'V •-'</ > 

i raff* Of Babylon. Menage 

-la, Shfp Of Lkiem 

antt ■ ■ i,r' hiiiuJ 

22, Selkirk Stmt, Chadde»don. 

Detbv, DE2M.I 

Tht 

SuihiTi M.i!-h.ill LordtOITimtt 
He> lef&xr Emm 

An,; ':U'ubtuJau\ Red 

Mm>n .tn«l JfKwfi Clf KaK''"" 
Z3 SpnoRfieid Way, Stockton 
Line. York, \Ol Ol IN. Tele- 
phone; 4I*0 



PJ, f .4 S C alavyt eemtm bet fo *^nd 011 



nrfshtebf added lo this UM. 
mtHc in and tell me h hu'h eatnes 
Vtiui. ith Ut'tni'mb" 

gi w y 1 hi r r nil n a mi' And .ul d ntu). 

uf^c. any uw»ul lipv vom 
l.iiui in my W v inuld win you 
twi'ntv pitundh wHith trf AnT-lr#d 

Ujfh th j t little JbJ u/u/t-/ rn 
nw to p*i 1 , >>*hei' 

month encf trunJ 
Ihr r.im 1 

nut ut th<- ivJrttK'i* ar 
Tower* I m.v fhr rain hj» 
fr> snftiv And* 

' you / 
thine eif interest why rw 
j h T My a J drr^ ■• .1 * jt w a 1 
5TTEL, AM71* ARi 
Bot W, LUDLOW, Shrop%hire 
S>^ IDB 






I 



P 
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TOP TWENTY FOR MARCH 

Hermw e goegein. the Top 20*9 decided by our own group* AMTtXf 
readers. The figures in brackets ere last month's positions. 



vU 6 > 






1 



2(2) 
GREEN 
BERET 

imagine 



YOUR VOTE COULD WIN YOU £40 OF 
SOFTWARE 

Every month wo generous types here at AMT 

the grand sum oT£4Q worth of software to the lucky reader whose I 

is drawn from Uncle Malcolm's toupee (sorry Crurnbiy) In adr 

next four readers, whose forms are drawn will have their very own AMTIX' 

T Shirts and hate to love and cherish , 

This month the lucky redder who Wins the £40 of software is Richard 
Hobson of Ha" Green . Birmingham B26 OOF T Shirts ana cap* wrt" soon 
be winging their way to David Cobane of Wylhenahawe. Manchester 
M22 7LW. Richard Symons of Bridgend. Mid Glamorgan. Paul Waller 
of Doncastor, South Yorkshire ON5 SSG. and Justin Green of Portsoy, 



< 



TH pC 



3(1) 
SPfN- 

»eblc Dreams 



7(10) 
COM- 
MANDO 






4 (17) 

WAR- 
RIORS 

FJrte 



5(1) 
ELITE 

firebird 



8 (4) 
BATMAN 



Otean 



t^ 9 <-> 
THRUST 

Firsoird 












eaaj^i 





13 H 
THE 
EIDO- 
LON 






V- 






,(^ 



17H 

WAY OF 

THE 

TIGER 

■tUn Graphics 



t8 (13) 
WINTER 



~ 14 (6) 
G *OST S 

pOB- 
THE 



■WO 



■■■I 



-Ji a 



^ §§& 



20(-) 

SGOOBY 
DOO 



on 



TOP TWENTY TWITTERS 

Once again a very big THANKS la all of you AMTIX1 groupies who VOled 
again this month, we dor I you dont agree with our joyv 

Juriiues. That's what democracy is all about - people arguing , disagreeing 
and fighting amongst themselves ali the time 1 Keep your forms roiling in . 
that's very important if the chart is lo be truly representative 

h did not take long for that o*d favogrtte Vie At Kung Fv to take over the 
number one spot again, replacing Elite from Firebird. 



There are live new entries this month, including no less than three of 
our Accolades. Scooby Quo from Elite, Gauntlet tram US Gold and The 
Eidolon from Ac tivision There are also two re-entries, Way of the Tiger 
from Gremlin Graphics, and TtmisfHom Firebird 

Remember it's most important to fill in your scores. i( you want a 

son in the new regular Saffron's Scoreboard feature. Do Ml in all the 

form, we noticed some people have been skipping bits, now mat's very 

naughty, so fill in all of it. y 'hear or Saffron wiH sort you out wtth herbroliie. 

You have been warned 1 






SAFFRON'S 
SCOREBOARD 



Banffshire AB4 SPP. 

Wen done you lot and could lyou an « our 

competitions secretary, at AMT1X? Towers. ,'OLOW, 

Shropsrwre S V8 i AG stating your chest sizes for - • 1 9 as soon as 

possible please"? in tNs issue we we puMtshJng a new form for you to 
complete. Please ensure yoij till rl all 

Remember, voting 4s simplicity itself and will only cost yo" the price of 
* stamp Just fill in the form, all of it, and Hst your five tavo 
descending order with the best at number one. If you don't want to cut 
up your precious copy of AMTIX" wnto all the details onto a postcard or 
the bach of an envelope* or you can always photocopy the form. What- 
ever you do. do it right' Please! 



AMTTX! READERS TOP TWENTY CHART VOTING FORM 



Please *rrta m CAPS In in eyestrain tree manner tor Crumtfy» benefit. 



Name .„ 
Address .. 






■■■■■■■■■•a. 



Postcode 



"» Ti r ** 



The World's five hippest games In order oi preference are: 
TITLE 



1 

3 - 

i 



■ 

>•■•■■•■■ 






From one of the five games above select one and give us your high 
score: 



TITLE 



SCORE 



I 



My machine is a 454/1364/6 t267a256 (delete aa applicable) 

H I am lucky enough to win the top prize of E40 of software vouchers ' 
the games I would ike are as follows. I would like the cassetie/dtsH I 
wjrsKm (ptease delete as applicable) 



THE GAMES I WOULD LIKE ARE: 






tf I am lucky enough to win a T Shirt my chest size >s SMALL. MEDIUM. 
LARGE (circle the appropriate size) 

| Send your coupon to 



AMTDti TOP TWENTY, PO BOX 10, LUDLOW, 
SHROPSHIRE, SYS 1DB 



H I ruled thfl world, everyday would be the first day of Spring .to Am 
wouldn't be any of this ruddy snowt Warm yourself up with a Joyitick and 
a bit of friction as few hand purutes towards thou high stores; and then 
post >m off to my goodier? at: SAFFRONS SCOREBOARD, AMTIX*. PO BOX 
10, LUDLOW, SHROPSHIRE SY8 1DB. See ya neirt month. 



BATMAN (Ocean) 

9. 10? Robert Lane, Mar.sl.eid 

0,264, Luigi Afflonwi London 

CAULDRON H (Palace) 

Compleled by Richard Hewitt Stoke on 

Trent 

Completed by Gordon Macdon*d 

CWenartai 

9700. Mark CWand, Motherwell 

COMMANDO (Elite) 

192.290, Matthew Ross. Wokjngnam 
126.000, Michael SUritng, West Ferry 

DAN DARE (Virgin Games) 
Completed (And iftot Meko n 
ducci. AMTW" Towers 
Cernpteted. Neil Graham. London 
£94.380. Daniel Webster. Buckingham 

EIDOLON 

336.204, Ctititeftctowr* G»os 

ELITE (FlreWrd) 

655.359,999 Cfedrts, Tony Clarke, 

■:> Tower* 
49.b<tt. 1 92 Credits, Andrew Mpouttf 
49,144 .900 Credits, Ewan Mains, HamH- 
ton 

FIFTH AXIS jLonekHi) 

99%. Shane dimanm. MaiaMdc 

36%. Saffron TrevesM*, AMTTX' Towers 

GAUNTLET {US COW) 

27 I 1 64, Julian Rigrwli. Ludtow 

T02.988 Tony Olfke, AMTW Towers. 

Ludlow 

GO DEXTER (PSS/EHE} 
304.100. Mark CltfamJ. Motherwef 

248.S00. Luigi Antomom. London 

1 46,000, Gary the Gnome, Dalton • m-Fur- 

Mea 

GHOSTS AND GOBLINS (Elite) 
368,400, A Hcrdman 
271 750 Mark Carter, WillenhaM 
268 480 Paul JoHeys.W.gan 

GREEN BERET { 
1,164.680, Paul JoUeys, \ 

m, Sunhil Hiram. Acton 
164,560. David Edwards, Stockton-On- 

rrlfS 

HARVEY HEADBANGEft (Firebird) 
99 - 0. John UoyrJ, Market Harbrougti 

IrUUll WARRIORS (EW») 
10,995.500. Mark Cnaptil. Normorpe 
2.258.900. Michael Mann ftgmoor 
? 245 3O0. Joraffion Powell, Hereford 

JACK THE KIPPER (Gremlin Graph**) 
£6%. Stmon Maebefi, Waflasey 



L 



KNIGHT GAMES (EftpJtah Software) 
50.050. John Bed. Fakenharti 

KNIGHT TY ME (Mastert/OftiC I 
100%, Richard Hewftt, Stake on T 
100%. Daniel Webster. Buaurtgham 

KUNG FU MASTER (US Gold) 
356,300. Jason Atkinson. Choriey 
166.900. Sartrai Al/ai Doorrfool 

1 42.300. JoraffionAohe. South Norwood 

LIGMTFORCEIFTI) 
327.500. Mark Chapell. Nrjrfhorpe 
33,350, Dartf Webster. Butkinoharn 
8 650. Robert Lane. Mansfield 

MATCMOAY (Ocean) 

70-2. Adnarv Vassaao, Malta 

SORCERY (AmiofTJ 

100% Completed Tony Clarke. AMTW' 

Tower*. Ludkrw 

133.095. Bryan Karl. Chatarove 

106.447. David Rowland KaVnarnock 

SPACE HARRIER 

5,904.536, Brian Kays. Co Fermanagh 

SPY n SPY (Beyond) 
Completed, Mark Wi&an. Rochester 

SPtNOtZZY (Electric Dreams) 
106 Jewels, Andre Papa. Bristol 
396.950. Maurice Bowness. Merseyside 
743,248. Antony Power. Bognor RegM 

ST AROUAKE (Bubble Bus) 

96%, Robert Moore. Cumbria 92%, LukJ 

Antonlorrf 

90%, DDeetoy, Warwick 



STARSTRWE TWO (F 

1 .196,600. Paul seiwdo*. Chatham 
1 .450,000, Gary MarshaO, Swamwck 
V409.600. mt JoNeys, Wkjan 

THRtrST (Firebird) 

B6.550. dak) Thompson. Mr>therwea 

58.600. SonhHrkrartl Acton 

31 .750, Anthony BasmeiJorm Gwent 

TEMPEST (Electric Drearm) 
76.797, Darnel Webster. Bodungham 
49.129. Neil Fautttnet. Watford 

WHO DARES wins ii (ajttgata) 
996560, Sohai Akrim. rkKhdafe- 
579,700, Mark Uoyd. Co Kjidaie 
545.660, JIM Apted, Wembley 

YIE AR KUNG FU (Imagine) 
62,520,630, Luhjj Antomoni. London 
1 0. 700.600 . Mark Richard Long. Wftham 
/. 1 52.350 JtjeApted.WembMy 



^T^RSafc/S 



c^ 





1 



nnni 



RICHARD EDDY decides it's about time he spread his wings and flapped 
off to Wellington House in search of the elusive Rainbird team. 



just over eighteen months ago. Ralnbirdwaa 
nothing more than a twinkle in the eye of Tony 
Raintjind. who was then involved with the 
Firebird Silver flange. Since then things have 
grown considerably, and now Rainbird have 
earned a reputation as the top producer of 
quality software. 

It's some time now smce ReJnbkd s first pro- 
duct. The Music ffiudVOn *aa launched - rt set 
a high standard Of product, packaging and pre- 
sentation that has become a recognised Raln- 
bird trademark. The company (a division of 
Tttecomsoft based m Wellington House! has 
Sfnce widened (ts horizons - having progres- 
sed from producing hardened utilities, they're 
now aiming to comer the top end of the arcade 
and adventure markets. 

With products such as The Pawn. Stargidar 



and Silicon Dreams, they've already caplured 
the imagination of the Amstrad market. 

RaJnbird's future looks pnrtty rosy at the 
moment, with games such as Thxtter soon to 
be released for the Amstrad. The fbHow-up to 
StargtKfet (one of last month's Accolades) is 
also currently under development. It hasn't 
been assigned a name yet. but the imaginative 
working title is {wart for it) StargHder II - 1 nspira - 
lional en? Although ihe project is shrouded in 
mystery, Rainbird promise a game wrth all (he 
excitement of its predecessor - and a little bn 
extra! 

Further releases tn being fcept a hit hush- 
hush, but them are definitely going to be three 
new products for the Amstrad Whispers tell o! 
arcade simulations - at least one Of whkch is 
being produced with Realtime's help. Is this 



the aforementioned Siargltdtor U one wonders'? 
Other news on the grapevine is that there's one 
very special game which apparently doesn't 
fall into any specific category and, according 
to the development team, is going to knock the 
Software industry for Six. We shall wait wiri 
bated breath 

On the adventure from. Gutid Qt Thieves 
(Magnetic Scrolls' follow up to Thm Pawn) is 
coming along. Although t haven't seen any- 
thing of the game rtserC the graphics that I saw 

- currently under development on the Atari ST 

- are masterpieces in their own nghi. Then 
theres also a Level 9 game. Knight Ore. in the 
pipeline 

Rainbird certainly have a busy year ahead 
of them, but just who and what makes them 
bck? Let's have a look at the team 



PAULA AND PAUL - A VIEW FROM THE TOP 




PAULA BYRNE 

Publisher 



Paula Byrne started oul in the Software Indus- 
try with Melbourne House, and joined Rain- 
bird as Marketing Manager in April last year. 
She became the big cheese' when Tony Ram- 
bird (the founder who loaned his name to the 
company) resigned in November. Paula now 
manages Rainbird along with Paul - her 



CLARE EDCELEY 

Public Relations Manager 



Clares association with the computer games 
world goes back to the days when she was a 
Stafl Writer for Sinclair User She joined Rain- 
bird last summer, and although she has the 
title of PR Manager, she claims that haH the 
time she's not so sure what she is doing. "My 
job is very bitty. Bas*calfy. I work for Paula as 
she is on the marketing s*de. Shall handle the 
final product - part of my fob 1$ to make sum 
everyone knows about the product before rt's 
released. This can prove pretty difficult if we've 
got eight games coming out in a month - very 
hectic I Wee to think of myself as my own min- 
ion," 

She's the one who gives us the news about 
Rainbird games, and she also processes si 
the RaJnfan competitions that appear in the 
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PAUL HtBBARD 

Deputy Publisher 



deputy. 

Paul came to Rainbird from sister company 
Firebird after having worked on Rasputin He 
was originally recruited to deal with develop- 
ment, but now he's the Overseer for the produc- 
tion department However, Paul still has a great 
deal to do with development, whereas Paula is 



more involved with the marketing. 

Although Paula is overall publisher, Paul usu- 
ally manages the production aspects of the 
business. Paula's primary concern is recruiting 
new programmers. Organising their contracts 
and dealing with RatnbJnd as a whole. 



magazine. The question is, does she actually 
play the games, and more to the point - does 
she enjoy them? "I try very hard to. and now 
I'm actually very good at Sfa/gflder. but not so 
hot at Tracker, i do enjoy Ihem - well, I've been 
playing with a Spectrum for a good two years 
and now I've got access to a wide range 
machines I have a really good lime. However. 
I'm not very good al giving demonstrations, I 
usually leave mat to a colleague. I prefer ploy - 
ing them for myself. I couldn't do ihe job unless 
I did-" 

Clare has some very positive views on Rain- 
bird's future "We've already captured the top 
and of the market - eventually I'd like to see us 
as fop adventure, arcade and utility publisher, 
and I thank we're definitely getting there". 








GETTING THE GAMES . . . 



Rambtrd employs several people to deal with 
rhe Development of new products - checking 
up on programming and finally Mating the 



RICARDO PINTO 
Development Manager 



ftcardo's another fledgling from Firebird, and 
Ns pedigree is quits impressive He was previ- 
ously manager of Ionia, the programming 
team which brought you Oymn, and the all time 
class*: Eirte At Rainbkd he lakes care or the 
games up until the point when they are put in 
their boxes, keeping m close contact with the 
programmers- Hes the guiding man - making 
sure that there are ho products comma put that 
are below Ratnbtrd s normal standard . He also 
evaluates the products which RaMbkd are 
hkaty to bring out, giving them a thorough 
going over' batons than is any work done on 
production. 

So where do people that hope to (oin that 
ekte bunch of Rainbtrd programmers come 
(rom? "A few people come to us - not very 
many because the kind of thing we require is 
very techntcaMy demanding. There are very few 
ammeurs who have eithe* me time or money to 
produce progr ams that would meet our stan- 
dards. We do quale a brt of head -hunting, and 



gTJVBGky 



games to make sure thai they're worthwhile. 
Who are these people who mould the shape of 
the garrw; thai yo-u might be playing one day? 




we find thai a kit of the professional program- 
ming teams come to us - the reason being that 
we don't mess about. What I do is make sure 
that they're kept happy - and provide a back 
up ol services." 

Intrigued by the idea Of this mad Puerto 
Hoar hunting down progrtntmara Mmad arty 
with a book of blank cheques, I enquired how 
the Realtime boys came to do the Amstrad 
StaroMer. "Wen. they had good technical 
'know how', and an excellent reputation for 
producing software, not only erhaenify, but 
most importantly - on time After seeing 
Srarsmft* ^and tt we knew we just had- to have 
mem on the Stargtider project ' 

Rica/do is heavily involved with graphics 
Some of his best work includes the St&glider 
loading screen and the An Studio demos ol the 
tiger and abstract faces. Hes currently playing 
w*lh the Advanced Art Studio, which features 
some new functions which he's looking for- 
ward to experimenting with. 



GARY SHEINWALD 

Development Assistant 



Gary s known around Wellington House as 
The Wizard' (for some peculiar reason which 
has been lost in the mists ol time). At the tender 
age of twenty, has atlamed the e xarted lille of 
Development Assistant His job entails 
developing games and utilities, and providing 
documentation for them before they're passed 
on lo the product ion department tor mastering 

Essentially Gary tests the software; check- 
ing tor bugs - or fton playable features' as 
they're known n Rainbtrd-speak. 

Gary was involved Quite heavily with Rain- 
bird's Statgiider project, mainly m the area of 
design, "What there is of it", he jokes. As well 
as guiding the game through development. 
Gary was responsible lor writing and editing 
the documentation that accompanied the pac- 



jUtSTRAD CPC 




job of writing the Stargltder manual was 
done over a penod of two months, "It was a 
real pain because Jamas Fcfiet'a novella was 
set in the future and stated that the would-be 



/ 




heroes found a 200 year old flight manual. This 
meant I had to wnte the ftighi manual as if it 
was actuaty found two osntunea before the 
setting of the game. 

It's at this pomt thai i gats really comptceted 
because the craft was then re-designed so the 
flight manual doesn't give the fui instructions 
away - it arts mora l*e a c»ue boo* 

Manuals, instructions and the Iks aren't 
always written attar the program - with 
Sutgbdm the playing guides were written m 
parallel wnh the game, and Gary claims that 
they were actually completed a mere ten 
minutes before the game was went off to be 
mastered 1 " t had so many good ideas but lime 
was pressing - there was a lot morel wanted 
to do Next time I'd like to get the manuals 
organised first and than leave the rest to the 
programmers". Gary's other contribution to 
Storoftder was the Game Over graphics which 
wars unfortunately scrapped : ' " Siory ol my Mfe 
that ... " 
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TTnTTH 



HACKING 

AND SLA YING 



Rainbird have recertify signed up two Of Bri- 
tain's leading adventure producers; Laval 9 
and Magnetic Scroie So tar they've already 



MIKE AUSTIN 

level 9 



Maw has bean wrih rus family's company, 
Level 9, ever since ■ ( s inception - some lime in 
1961 The Austins are currently working on all 
the home micros, as wet as some ot the 16 bn 
machines like the ST, Amiga and I BM PC . ' " The 
advantage with the 16 bitters", explains Mike, 

rs the! we can go for more advanced adven- 
tures with digitised graphics and the tike. Even- 
tually we hope to get these advanced adven- 
tures down on the eight bit home micros but 
they'll probably be rjrek oneniated " 

The next RatnbJrd/Level 9 game to be 
launched on the Amslrad wi II be Knight Ore. 
which involves the player m a a great deal of 
interaction with other characters in the adven- 
ture. "They're totally independent. They move 
and carry ounneir own action s while you move 
about. In the later parts of the game the player 



produced Jewois Of Darkness. Silicon Dreams 
and The Pawn- and it's not oping lo end there. 
Mike Austin ol Laval 9 



may have to befriend some of them and get 
them to obey commands to get further into ihn 
game*'. 

I asked Mike what structure Knight Ore will 
take: " It's a three part adventure - but slightly 
different lo other Laval 9 programs. The first 
part is an introductory stage - that's totally 
independent, When a player gets into the sec- 
ond and ihird parts of the game rrt not possible 
to walk back into the first . Parts Two and Three 
are essentially two views of the same world - 
a magical one and a technical one. In each 
mode different actions can be earned out - 
bas*ca>ry the problem is working out which 
actions lo perform in which mode" Knight Ore 
is nearly completed on the 16 bii machines and 
should be gracing our screens within a few 
months. Sounds good. 




ANITA SINCLAIR 

Magnetic Scrolls 



Magnetic Scrolls was formed as a group In 
1964 At that time the teem consisted of tour 
people. Anita and Ken Gordon, who were joint 
Managing Directors. Hugh Steers, who 
designed the Magnetic Scrolls parser routine . 
and Rob Staggle who wrote the scenario. 
Although Anita and Kan ware both Managing 
Directors they were stU heavily involved with 
the actual construction of the product. While 
Ken used lo devise the adventure routines 
Anita would continually test the program for 
bugs (Non playable leaturesj and "design the 
twiddly bits'' Since Magnetic Scrolls con- 
ception they've only produced one game: The 
Pbwt\ I asked Anita how she viewed iheir first 
project: "It's very strange. We didn't originally 
trunk The Pawn would appeal to many people 
at an - but it has proved successful With our 
next release through Rainbird Gutk} Of 
Ihwws, we're aiming at a much more straight 
forward market. I mean, you won't have to be 
an avid adventurer to enjoy this product- It'll 
contain some element that everyone can get 
So i net tling from. At least Dial is the plan'* 



The Pawn won a lot of acclaim for its out- 
standing graphics. They were originally 
designed by Geoff OuiKey, who is presently 
finalising the graphics for Guitd Of rrueves, on 
a Atari ST and later converted lor other 
machines. Are Magnetic Scrolls going to con- 
tinue with their high quality of graphics? "Oh 
yes, and we're going to go on using graphics 
drawn freehand - I don t think Ive realty taken 
lo the digitised ones. However, we are planning 
to write some adventures that will be entirety 
text based - but that's for another day ' ' 



With so much competition tn the adventure 
market do they consider tnfocom as their 
biggest rival? "Ves. I (hink Ihey are - but I'd 
hate to topple them. What could 1 play if mey 
were finished?'' Where there's competition 
there's always rivalry - or so the saying goes; 
does Anita regard I his as the situation between 
her company and Irrfocom"? "Oh no, We're not 
rivals m that sense of the word at all. In fact 
when we get stuck with a problem they're 
always very helpful. They're a great bunch and 
very useful m an emergency" 








AND THE FINAL STAGE 



if there $ one side to a company that often gels 
neglected it's the admin.slraiion It's the 
people «n administration who make sure that at 
the end of the day the games that Paula has 
commissioned, Clare has rabbrtted on about, 
and Rieardo and Gary have engineered, finally 
get on the shelves and into the hands gf the 
Era, ngmaam 




BAJIfMfU CARNEGIE 
Stock Control 



if it wasn'l lor Barbara the packages would 
never ieave Wellington House, She's responsi- 
ble tor making sua that there is enough pro- 
duct in stock to send out to the distribution 
company. When Tony takes ari order tor hun- 
dreds or thousands ot games it's up to Barbara 
to make sure that tha order is met. A tough 
job? "it can be. If you think of each package 
containing seven or eight components - all the 
little bits, the box, the tapes, the plastic tray, 
the foam the disk lies on, the format stickers 
and so on - everything has to be present m its 
correct amount , 




RENA DIDCOCK 

Administration Manager 



Rena is probably the first link between the pro- 
duction department and the public She's 
mainly concerned with administration in its 
vary basic form, as well as sales and customer 
jns "The thing with Rainbkti is that 
everyone's job is inter- linked, and m such an 
organisation it's very difficult to know where to 
say T don't do ihaf or I do this,' I've never 
really got involved with computers themselves 
very much J don 't k now if I realty want to 



STEVE PERRY 

Procurement Manager 



Steve designs the look of the Rambif d pa< 
h aging right from the outer box tome Mtte plas- 
tic tray inside. Most of hts designs are worked 
out on a Macintosh PC andlhen put into prac- 
tice later. " it may appear easy, but with Rakt- 
bird where presentation *s so import an t I have 
to get it |u$t nght ", 




TONY KNIGHT 

Safes and Marketing Manager 



Tony liaises closely with his cowaagues on the 
marketing side of the company. Hb pnme con- 
cam is to make sure that the finished product 
is sold to the dtstnbutors - and then taken by 
the retailers. "On the Marketing side I have to 
sat up promotional deals with the major chain- 
stores and liaise quite a bit with the develop- 
ment team - giving them product mtormation 
lice how well it's selling, is it worth doing lurther 
versions - that sort of thing. On the production 
Side I have to make sure that production and 
sales figures tally - tricky sometimes" 





AYE3HA SVNNI 

Specialist Typist 



The girl whose fingers make rt possible to read 
Die msAto w o rnm thai ir^ r»<n . >i <,>•■■ Ramtxrd 
team have written - Ayesha works on the 
Macintosh computer where she deals with trio 
novellas and other information leaflets. She 
types them m and then designs the layout so 
they ata presented In the moat readabfe form 
If it wasn't for Ayesha you would all have to 
make do with Clara's handwriting - which n 
not a pleasant task believe you me 
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Sofl mg out all the winners from me the marrtrnolh Christmas issue hasn't 
been eneaey task, especially as amtixi Towers « cowed with a white, 



systems of both the Towers and its residents are moaning loudly 
cotm has already burst a pipe tn hn head by fatting over at the Amstr ad 
Show whilst Ctanbtno, into the Dath, Our serr>P-conse»Ou$ Oumbly w&S 
rushed tO hospital to receive a little needlework on his nut Three SliCheS 
titer. Malcolm's beck si rus computer with only the deposition of a haer 
with a sons head as testament to his ordeal Anyway, I digress (although 
I am sure he would hka some get well cards; What you realty want is the 
meaewe let of winners from the merje ejeua in without further ado, here 
are the fcjcfcy readers 




'M^ 



»*•«►* 



LATERAL TUMKHie 



must hsvtceuseda 
over the CMstmas 



The 
tot of 

period to wah most lateral thinking 
contest* it was rsaa thi e V esay, prtwiJ 
*ng you have a Osvous mind. There 
were 10 prizes of the complete AMTixi 
outfit, a tweetshirt, T Srwi r Cap. end a 
Pindar The lucky to are 

Mr C A Ha*. Prtnca at Warn Avanua r SO? 
«4J; »R0 Ohp. <Ulcn Road. BIB OBP 
4n>tc Woof, Moimtanda Grtva, L«3 OUT. 
fcjvjholaa Puraar. Com-an Rood. HOl JHO 
QwvC«*i>.D*inMCIaM> l Wei94C.AIi« 
ttf K n ow n e. WyMwane, WRHJXO, Uwm 

■■■MbV, ev04a*4a* M WQeQ VMsWi, Inw ZLf ^ RHDf^44T 

•w*, eHWatfci l^tafrt, 
' Way ,BHX4 tUTj Hooert r^oroy.Oda 

weecCTSji sbbl 

The to runnert up, who each leeehe a 
TJHrt,ar« 

r«et Hun Head, La *oe, s«mon 

fvsntnri, PW *FT; L nkAatavd, 
US Road. MBS 



TXA. Paul 

n>* Ckiw**. rwac sua: k e dw«l i 

Ln Mai OYD, Richard SM, I ker bWi fc 
Road, rjtra cun; Pmi E r i r— run . Hi I inn 
Cloaa. THIS SJ; Mwuii Ttolon. Churoh 
Ij^. LEsaPO; oa*ion Meckel. i HaTyaMod 

Ro#4, LA4 BBl-r A S Hfuw. Lowtf rV*ortlm#f 
ROM, SQ» THf 

Ten rnore rwwer* up eecri r*c*tv* art 
AMTW cap: namely 



a Hen. fww Ctoa*. Twij jtpl 
NKinet:i 
reno 

CfcjM, C*M StE, 

rearanVlir, C sW I if Ui Vi- Qdh, MQbp 

, Fip rak JStar**r _v — *■ "* f **w, 
Mr M rlen/k. r^reap SBreet. BBS iUJ, Peter 
MaillkH, f Imn 1 Road, RQ3 1JX, Hall 
Sftarp . Onchpn. Ma nl Upn 




AS you had 10 do m ihrs compajtaian 
was ra-aaaambta a ratstgn tor a Ghost- 
mas card T 
Robert* a* Mwtw Creeotnt. HH1 
jpa r«oan*t a Piwiipa. Man Compact 
0*C Hi F. Syilftrr. T>w runner up. BMT- 
knr Hear m aai Q* Tusydraw Acad, a f 70 
IRE, raoawes a Sharp Oftenp O aaa a r. 
Trurd ptae* *ww John 
Caraiwadow. PAt t 3SX, wwa he 
CMm of IWe Gremkr Graptuci parne$. 
The 20 rurmara up OKti r«c*v« ftr 

(tm of getne 



ciwi nrniai 

in theraaaraona wmp*rrtion you had 

inaiinqaafini1iri~|-i ji ' — 

of riSAMTW' (earn to ocwir^naraori 
Trw kjeky wtnrw. Patar Wha*. Church 
Court, 531 7ffl, raoawei ■ Sony 
Wasiman md a copy of the game 
P ta se rt 

Ftv* second pMiea o* Fneardand a 
caaaetle reck go to 



Kan VKhtV Maaiajii Rnad, SOJi ipt mt- 



tHA. A f 
eAfJUO; 



■ ■ - - aj »j 

nTferajn^i^ssi, F r*aj 



A further 3% rumen up each recanre ■ 
eerff of ** flam" and a poater 

I Drtw, o«K rtnr, ean 

(km, TWtf St*: 

sad. CVS 

lAaadWKtaaP 

^ua"k Th» oaAa. AeS Si^Hfe 

Foi. Tha.ie i ill Road. LA** 

DA 




Qua XtA. Simon OS**. Oraan Una, StS 
mjt. CJhrt* faAram, H aiirf a BO Road. SE4 
tHLi MOh«aj« rNnar, Cormaal Road. HOI 



HBsMa Ma Lt t v>Vl1 

nja B aVf* a l l Mmpdfb Chhs *7v 1^7^, 

i. Catar, Si Laonante AabiI, SW14 TLYi 

Ouch jwana*. hoi *«, 

ajaaa- 

Hl IHH; T ■ 

C Ba PAIl )»l t*** TFT 4T& 

~L"." r "~ . . 

aHfJOflfaVI CafJaJHaTAfAVvV Mfkfajankn ClBaaaj^ TMIS 

jl£ Mn aemmen. each ota, HUio aie. 

H U a m Ipaiu Tuaymm Aoad, 
aOC: Mai WHnar. 0»-*d AaaFb*. HTl 

waiAtanHACniM 




STOPCBtlilBLYPrUTTlllG 
ABOUT 

\nfhal a homdkjlyou aret Some of the 
dawgns to cripple Crumtiry were twM 
tat least Ournpry says they ware!} The 
winner reeetves en Afloteeoft bag atui- 
lad wnhgoooaas Me« 

*eill Joaaye, Swen Lartv, 



receMs aT- 



STRIKE FORCE AMTIXI 

The gave you the chance lo chaaeng* 
memoers ^oi the AMT ixr team to a shoot 
out on Combat 2or» and ft was very 
popular. The three winners and the* 
friends are to spend s day out, courtesy 
DlPtranha They are: 

WWIam J Fo*. L ff lXHf— a»dl 0€-» MJW 

t, Tha Chan 



MWaa, Aah 

ow4*na. an 



CharwaP, NNII apL. 
AnpVwia Ofday. W>arJ>l> Craacam. TS» 



A copy of the game. Rogue frooper. 
alao goes to the foilowiog thirty pgopie 

KM ly t ui S k lal ihin , Ttia Ojwa. Kant; Dawt- 
aon eJkX*, f>enw«04f Bg-d. x.o* oeu. 
Karam Awca.Qompajm Road, NH MX; Alan 
Aah Om. MUiUnii; luw W«< 
r*ii Irian. H a gliB i 
Dfahrto n4Mp% 
RaWrtj wtiM Vt CltMal. ftTo 3i_H, Hfpfjtt MadtaW- 

ion, Teteam, SAaS SOW; Staprw> E it Jin 
ton, WHaan Cloaa. TH 1 8 M-S. K*wm fantpft, 

TTia A»«noa. ST^eBT. S Lnca». Huatin Wry. 
U* 4UL; Janatfwri Fnwl, Towrtlar W* 
NHS CUB; O Haii i i u , Aapan Outt, ~ 
TUB. Crea) OoooWki. ParrtUnd Hn. EH10 
SPS, ntcharrJ Mtcmtaon, Varmouah Pload, 
MR 1 ? SHL. MatFian H.nll, Sal^l^mp Ra^d 

COS AJT, I Mngrum, T'aian* Cloaa. 
Cortiwall, Sam Makdrvm. Amar*ham Road 
HP4 3UQ, Laa Cloaa, Congfanon Awanua, 
at 1 4 r»X : Dffrid HmttQi. Fh-larta, OU STY. 
tartiraaa Punar. ComwwB Road, HQl aHO. 
Cean Handanon Otama fif Forfar. OQ* 

InSj UDTODH TnaJaTl^HfaOO, Btipsp pt#JC#. VpLtSp 

■MBU Swrtl Logan, Cirtjati Hood, Att.iT 
SKA: Cman Crachaataf Tp. t Pat head. 

CFa ABJ. tan Ba-erawn, More* Way. HIS 



Cr»i«mea oarda poured ** fast and tun- 
OUS tor thts cor nf j e t am i lo a*n aEMX 
h jka an d th e eyan iuei winner was Lee 
Medawar, Heath Hurst Road, WW 
2MJ 

The 30 rumvnj up aach feeeh* a 
copy oi the gam* Sriece Hamar They 
ate 



■"■aT O f(ejeaRf*tjBn _ ■ lafVardTaTMa - I 

Mar* Rbahard Lana> •**** Hal I 

CtM 4JT; Ora—na 

noa TDK John Cuiinij, QranaaH Drt**. 

OSS W, Tony vat 

HAfilOA; MU.r—1 

SHQ.ertanShaaen 

etu: rj#nd a^tri, rrj*aj*a n orwa, iens 

JJL, Andraai D I I |i q, WflgM Alia Illy Ptr 
m, Jfll Culili'i. IITonJ Cr— Elm, M 
«»*: JUMM Kama* a^Oarv Ctoaa. LUa tt T . 
Oayai Buna, a m WiH rJ i Cloaa. CW1 awx. 
. Oawaa Cloaa. w»l| *ef T S 
c m bm m n pnaa. rat *tsv ■ 




aS 



aa* flr aaaafa fr. 

I PtaiePf j UnHnt AajaHsBBBat, Ft! f HIM F 

SiowaH, aaTwooa Road, *44 eH|. 
Kanrw F rii if , W t aX l H, Ma, Paan Buck. 
land. Barma Saraat, HfttS oJO Mark S*a» 
van, fiiiiriip Lana. DAI i #H. Paul Rafto 

Crtwtanj FtoaaV BS TUP Andraaf Haaand, 

I Emm. HUi dcw, aacAard 
Drfaa, Soa jthr. ata*ap 

i, ar«*a Law, BSS 3SL, 
*™tjia, U rt kli p a^^aurn ^ 
UkftD* *non Kaoo. H aM- j rtoad, aa t 



JUL, SMnon Kaaahar. TopcrnT. Dim, T«S 
SHZ, Tony MHa, Bruranak* Court, L*T 
ftlcravd ap arty^TjArwiyre Road. 

n0O9ae "^•*r*aj P »li j MQflf'nejBu (aaOfJaaV 



The 25 runners up each 
Srwi and they art: 



Blatw m wJImj lia 



Vr-Hat, SAT SCT : 
Eahaaa) Ooaa. SIS 5FO. 



hj»A Cakaa, Dana* Drt*«.QM«HV; FSehard 

Torraa, TSaekara* A y in ui n Mif SOT. 

rBanflrVW VaaBseWtA, aTr4UBFFBVBe1 nOeau tHC, 

HOZ1 OfW. Satran Allan, flughtar, ktaca, 

OroeuY; 
mwi nas. 

FOASJKJan gpar, Ktamn Ooaa, 

,F*Lana.OL»*rV: 
ah-M LaaajL CamMB Torraea. AB1 iti> H W 
F Braacn. Romana Road. 9003 apn; Ykl- 
tnrm Hi mn, Crmh ««ao*. hri» wt, 



&£26 »HT; r*alar rjwr, Orvanmood Rood, M 
U(J; Anna VRHarioaVBm.S^Marajarart 
Souam. C*l 4AP. Janirr, Oovkta. CNaknar 
CMS ICY; 



Saacon Aoad H03 1SJK. JoAn 

teO*>a). HPh **j; ("nWaVVl 

Read, D£1 J SJP . Stan 
awa r d Road, HwraaSW. 



Lane, MM IS *<■„ ajhork Dudon. Saurnaacr*. 
«1 Sua, H Siva. Ooomba Lana. Swap A 
W nnm rrtgrn, The Qrova. NKi BJN. RkNwd 
HlQun. wVziort. How], FYS 3BO. Vanca 
Crwy^r iirMay RtaaQ toAEQ L J Furnaoaai. 

■aWaTS^aa'ial, L-9-^ * JaimJaJ,; 94VpF*aSari JMfp*, l^ffaTrni 

Way. 0LIS4SN; Lkam Data,, Birch Annua, 
•HI 0L»> Harwwrh Samford. r^tararnHra, 
Dmn. HOXr ftSO; »Mv»n Fk»d. Hill Way, 
6X34 JHZ; DanW WSaon. Waat Maw. ST1 
7PH. D J Conatarrt. Praatan Avanua. HP* 
4JC, Mam Wamnar, Wnrl Avanua. TOI1 
rMT, C FUMtn, Skaiand Road, WS XL, Mar - 
an Foa, Summamal prraa, BTi T Qttt- BA-nOn 
Janwioa. a** Ungham Ctaaa, LE10 ITU 
Pnaip dooda. O r ra n rw n Ooaa. WR 1 4 ITT. 
tea *™th. Hoaytw* Road, Bar Ta^Ohm 

Barton, OdanJ aaraaf. CTS JOB: 
Ho, Horlaarai C**eca*rt, HA7 9€T 



Aa you hed to do h*r* was dengrt tome 
decant cJothse for me The wavier 
receives a DMP 70OTJ prirrter ana an 
Anattrad Drsk Drive, phis a Konbi roys- 
Irck 



HarraxS»raT«M*un««.SSS*XC. 



The 20 ruwvjrs up each recerve a 
Kontx Spwxftrjg roysttck They ere: 



Aark lana. T51 M.Q Rietimo 
Hhcnoraon, Varrm>i«ti Road. NRUSRULa* 
InNV IWra n OtA Road, «77 T 5K, Slapftan 
Brown, Tn* Olaoa. AB4 W4W. Andraw 
Wflf*B. HolmU™*i Drhra. L4j OUT, Paut 
ftatTo, Crtndand Road, Sfi ruD. Htcli 
Harper, Adanaton Road. SK» 2BH, LaknJbir 
Slnari Kano. HoaaSH Rood, Bfft 0UH 
Andraw Tane, FkaJon Road, BN t* Of J, flan 
Low, Famwatt, THS TQB: Laa Carta. Co" 
akrlon Aranwa, M14 TBiX. Oary Cawrnay 
CuiaJtMli Read, Kanr, Roy LaadatJnO, Har 
boor Lana, RR4 1XM; JonaBion [Hrnaa 
Ctaramorrl Road, BB7 SDH: Thao Oarnm 
kai. HeaeH 'Hurat Road, HW3 JRU; Ran 
Ftaaehor, Hma Edward* Qrova. TWIT SLT: 
Brian Nasriola*. rAHHat Court. COO 3HG; 



NQJ3 (BO. RKinare Sr^p l Wd, i aranhy 
CareVaWsnL, OH2 UM; AvDn Bywx. Parti 
Vkm.KAIaPZ 
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katmah catAPnmaN 



All you naaOad h«r* «W an mwilrva 

mpnd soyoueomld Ufm*. of aorm ongfliaJ 
wnn tor tua Kal Men Trwj lOwnm. 
«tX) MCti <W»h« AOUfJOy FfepbCK. Vfr- 



DESIGN A CASTLE 

Tina, wan a cufnp«MMn tor arty paopfa 
- you h«j iq daaV> a CoteUtt ftykoca*- 
11* Th* three kx*y aMrm end in** 
guwti nrife Mirer * <*y on the * m, r 

Hlkl COUTH « AkfanlioT. Tnay an 



Cirotopnar Tntqr. wit rrK OK? JJP-, 
■rlan tUnnfiaa. H— it Court, GDI M; 



Tha 10 nannari 143 aacti raoatva a 
copy of ffwoama, frtto (ha E ag a w Maaf . 
ray** 

Da*** lip — j . Owe* I m MM, MOt «Hfc 



d** Barton, MTHHtata* C * *«hw4. CTS 

ioa.;*w>w JMpmn J 
•CD; Wflam laay c nefc , R» 

B*» IM; a^nDfl&aw^Pwnaahtta*^ 
IA4 SU, Hubert BNaSphaWif , TrxMVwfvs 
Read Litll B.T Oata OOOdMnn. I 
Via.. IH10 M; Andraa lllllfrlt, 
A«m L r*3 a*n4; h«* Ark tank Mdtun. 
iWJ KB; OB**r hem. Bnrcklay. KT 11 OH. 






. 



\ 



' ~t 






RfeChaVw HPCfHlHaVl, » •WlQwP "MOi Pin 1 2 
SM«atm B a B W MaVf t> fff Hurj 

>. Mattw Court, CO* Um, 
Onal 1T1-»|"|IJ- &#aw Way, POSt KM, 
Qvarf Thompvon, Ql allium. Read. MB 
•OH; Cat* Mavnav QJanM by Forfar. 
DM iMt KaUrt ■hpaWia. Fraaman Road 

Monti. Hi ***: Aoban Canmi'y •wi Si 



wpwj. HOI 4HC: liBdMni faraat, mpno. 



^ *T* 



S^ 



\ 



I 



CftUMBLrS CHRISTMAS OR 

Than are soma rrvamj** readers out 
than*. Soma of tha lugoDstion* for 
Chnglrrtas praaant* lor Cnjtnrjfy mwe 
Bitafastina, lo tay Tha lo»1 Eacriol thp 
mm wr v w r i ww near** in« Ocoan 



a* 






x^ 



J 



■'•■: _ 3 



: E 






[LWH 



ffi 



£«JJ 



l' -" '' ' ' 



buwrtriaM tha goodie, msttt, 

Th* kjcfcy Wo *ra 

Larga wtmar- C W fl BaWwui. 
Road. S*aff*j MaCkum wmr 
Miflnn. Bead, HCH SOG; 
Richard WaUtapTL #OOaI 



PARISIAN WALKWAYS 

A» you ntaaad tooo n tftio ~ 
an compa* a *»•* day chary at pm** 
hotdavin 

\j wrwajr , wMd rajOrjivaa 1 
wMk-tnrj tor iwo in Pans. 4 Hatha! 
Gnstocjfc Pichalf Mead Road $A3 
4SA 

All arrlrantt. HWll ■ C3 CO vouchor 
radaamataB aowrai any Infeprame* 
BMha 



Cambrtdga Road. ■» X 



Ttiv w-firtv df It*! ■w^btv ccripat^- 
bon wH tta anan m« choic* of #rtfa» a 
r^DtColdHoMBvr«rwotaXlr1hra00i 
Flaadara had to hgv* out whai ••» 
i^iwrtgqrit4iawi*M^rrorf»amai10ardf 
duaa. Tha art u naf, of eountu <«•• tha 

MFWt 

Th* wtrmaf * Mark Waft**, of Amar- 
ahamHPTaea 

T«n runn*r» up HCh raCa»v* th«v 

cfioiMO<jamafffimlnra»ia>ajirriiiay 

at*. 

A Wym, Tail!) rinaa. L4l HA; Jatwi 
■a>*,T1aiaiBck- r ard.PE3«xl > JKa>nm, 

■ant naan, c« ran, ja r, coa**, oa>a« 

Clv4S^ VrSlaT 4Vfta ■(■Tat AMImWi FfP^ "CaWJL 
^^*4b3 "SDV^ IMMf^aWH PHBnarfBBF\ r|fn4 Ti' L 
fKa\ SHI iinr. DaWV TIHrfflaV BfVVI*IHDHI 

Drt*», Hdd MA; Andr*. W.baUr MmI 
W H Ili * . tiOtJ MKI; Shana laartaj, 
Ha^daatkod Saaat, »fl17 JFW Sla«a Pk 
halt, a>jfm a, yotJ HQ. 



DEEP STRIKE COWPFimON 

Tha iue*y urtwat of thr* DuraM tompot - 
Hen racwvea a radto-COntToaarJ aarop- 
lart* Han 

O o fdef in irjai.Biii iii i«Hna,OM>HU 

Than af* SO OOpaH of Oaap Strlol tor 
tha omnar. up: 

M J Ita j aa l. Hhaiyat Oot^r una, aHfJt: 

D r'AWfJlTTBrl, lalr B ^lVV"Sffl rQPrnrSy HvaaW "iPlHi RaWi 

•man. rjaraar Drta*. HOT UU>. *alar f aa»t 

IfnOtl, AnBa WrOOO rlKi, U<l VwL. 

5Tppnw> waaam*. Qartama Artrmai. Ll» 

3a»> Oa«M Hal. StaBavd Road. KB ttUV 

Bn>n Nicrvtaa. Hatha* Cwrt, COa W», 

Brant 

faart 

Antony Partu™. CaldafCto«a, (XM *BT. 

T#F#OC-# ■WUrT^Sff|r , i 'QlllNI VtTH^ r WAll 

KM; a W Qabart. Un^rd Anni. Ol * 

*AT, " 

TDU 

HUB JOT: Sum Tatar. Faro* Lam. TWU 

*UW; Oaan «w>CAi.. BuaMw Cloa*, Bag 
7TK, Mr Rooart Kan. U«wBn •!*«, OA1 
U; Mr L Walwr pnr). Mbarl ffawd, Hi 
■Oi. Praap BaAcftrft, Knaaww Head, US 
o*A MtaiaMt Harman, anrwr W HU1 1 
2AU:P«ulC<4cfi.HaH|A«ad,Ml.1D8I.O.Paui 
(wK.HrWltAT«xa l L«Hf l Alar Wat 

as iao. o n»*i. 
1 Jf L, Harp Bhatv CouMt 
mwU, HDStrlF; Darrari ChKHaatat. Tyft. V, 
•*™ ftoad. CM *»>. O T «•*.« , Hendun 
f>ar«via». £H1T TWO, air " aJBDon*. thart 
dan Ftead, BH14 *FT. Tlmea> Chan. Hajri 
aTraat. *B4 JJQ M Mdlafcajaft, Waafctuaa 
CwJtrt. - 

»a*DL TW1 
•CD Mr* J C fSanaarK Owry HkV Will 
MU ; R Snalh, KananaunHoad, M*J *t» 
Clwla Workman, StQaranfi Asad, Hi 
1L», *oo«l Laan, Ca*W Road, all 11 
■*A a J *«*«*-, Wa aBa iMla iW ftoad. •*"' 
1MN. Vawam, Bafh ■feaar. f H 14 IF* , Mr O 
17 JYH Carl haaam 
OOll tLti Crak> 
Ccdpv. WakpflaaJ Road, *T4 Unj. Marlht 
EBM, HBJ Orova, MOO JTL. 
Tawkavbwry. HE u opt . I* 
ray. Bow BuHft, KYfO 3UT, 
eaknanv Moad, CO* *JT 
ft - tnabrw* Ortra. CUM Bu*. Jeftn Bal. 
Tr ud ali Park. TR37 » If, M a CBii M Stngta- 
ton, Th« Oroa*. Kant Oanrtd gatnt. 
■ ■■ L h mju d Aia nm a, HA* « X Martu Foi. 
(wimaM Qrha. BT1T OHf. 



WHCHIf, 

akcfWa* 



tnrmUu 
raaVuai llaial. 
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CHOOSE ANY ONf 



With the great frcebie-a-gogo give away offer! 

Make your Anistrad go . . . 

' Ahhhheyyyyyyyeaaaaaaaio! ' 

OR 

'Corrrrrr!' 

OR 

Bif! Bash! Bop!' 

OR 

'Stomp, stomp, zaaaap! ' 

Oh, rapturous day! A fabulous freebie game? 
For little old me? And all [ have to do is lake on l 
a year's subscription with Britain's liveliest 
Amstrad magazine? (That's AMTIX!) What's the 
catch? 

None! Gel yourself a subscription and grab a 
great MARTECH Ireebie-a-gogo game Into the 
bargain. And not only will you be the proud 
owner of a brand new, never been played before, 
bona fide, soft and strong, full price, totally bril- 
liant game! But by the end of the year you'll 
have amassed all the information you'll need to 
know on how to enjoy life with your Amsirad! 
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Game for two years run 

,,H>si exdting *V ,• 
JSwtfV there 15. W««e 
m££wlih one oj ¥"" 

controlled. 
■A Masterpiece! 
AMTIX'. Accolade, 9 JT*>. 

June 1986 




plav a great game of 
Jgei «ith the ruuung 

Stomm< 1> V t bv 

feminists ■ u,v ? u 
•K- chauvinism 
Make vou' Amstrad go 
hot and sweaty under 

i" AMTtX!. June 
screen! *uw«* 

1966,68*K» 




Not only that, but when you order software from 
Auntie Aggie you'll get a glorious 10% discount! 

IF you are an existing subscriber, you can 

order any one of the games at a special discount 
rale of £5 for the cassette version and just £7.50 
per disk, but remember to quote your subscrip- 
tion number. If you want the Joyce dust covers 
they cost just £6.95 in this special deal. 





ALTERNATIVELY, if 

you don't wish 10 take 
advantage of a if ft' game 
you tan have a free three 
piece sei (jf duM coven 



TARZAN 



Take i fu role of the lord 
of the jungle as he makes 
his way through .m 
•made adventure to 
rescue Jane, Can you 
defy the mighty jungle 
ana overcome its deadly 
inhabitants? Colourful 
graphics, great therm- 
tune- great game] 
"A Juperb action 
game!" AMTIX!, 
uaryl987, k^% 



UCHIMATA 



Neva seen before! Be 
one of the first people to 
experience .1 judo %j n iu- 

tanun that promises lobe 
much more that am 
maf hash em up! Plan 
your moves, throw vim; 

vkillv in a traditional 
Judo round. 



for your Joyce Instead. 
They fit both ihe 
PCW8256 and 

PCW8SI2. 



moii 




MTIX! 



12 On The Spots, 12 Amiechs, 12 Amtips. 12 
Alcanas, about 36 fabulous features, around 60 
glorious gallery pictures* near enough a million 
Accolades and countless billions of compsl And 
what's more a magical AMTIX! subscription 

.u res 1 he user against any further price rises or 
special one-offs! What could be better? 

-.Uy t* ihe litunn' A mghi mnl\ Mj*»orvj > Winning Ubf jkh*' B^vtjt I Utfc '» line hi 



Dear SubsCTipllsin Queen, llrnlse. 

I have inkid the appropriate boi to icll you what I'd like fOU 14 do 

lor mr! 

TICK ANY ONE GAME! 

< ) ZOIDS 

< t SAM FOX STRIP POKER 
I I TARZAN 

( | IH'HI MATA 

I ) DUST COVERS FOR MY JOYCE 

It vim want # disk version of the game just add t* to your 
subscription charge (send In a cheque or postal order for CIS 
instrad of Ll^>, 

MY HAMS & 

ANDtUVEAT 



POSTCODE 

I am a new subscriber and enclose a cheque/postal order for 
LI 5.1)0. (or CIS If a disk version of the game Is required) made 
payable to NEWSFIELD PUBLICATIONS. 

OR 

I a m an e * I vi 1 ng s uhicr iber bu I would Ilk e to la ke a d van I an e 
of your offer and eO< lost- a thequc 'postal order for IV0O (CM- ' 
sette) or £7.10 <dlsk) for one of the MARIKH g.i mrs, OR ih.vs 
for my set of dust covers. My subst rlplion number Is;- 



Send your payment straight away to AMTIX J Subscription 
Offer, Falrvlew, 47 travel Hill, LUDLOW. Shropshire SVi IQS. 





*"'"""'' ■■■ + -"■♦■ 




ANTHONY CLARKE 



We've all just rushed back from the January Amstrad Show at the Novotel in London 
and there's not much time left to complete this issue. At least we have quite a bag 
of goodies for AMTEGH which we collected while wandering around the stands. 



AM TECH kicks off with a picture 
digiti ser from DART Electronics 
which attaches to the OMP zooo 
printer — we've all had a lot of fun 
playing with it in the office! Paul 
Sherreard takes us behind the 
scenes at TASM AN , and gives us 
an insight into what makes them 
one of the most successful seri- 
ous software houses for the 
CPC and PCW machines- From 
DATABASE Software comas 
PLAN It for all the AMSTRAD 



machines - is it the answer to 
your financial worries or would 
a ledger be a better buy?. 

LOCOMOTIVE have always 
tried to be trend-setters when It 
comes to PCW software, but this 
time they realty have gone over 
the top with LOCOS PELL, which 
has a dictionary of no lass than 
1 02, 000 word:.. 

Now a quick apology Our 



MODEM has packed up. and bo 
t have been unable to get back 
to anyone who has left mas- 
sages for AfVTTIX! on PreateL We 
should be back on line by the 
time you read this. If you have a 
query about technical matters 
and have accesa to a modem 
then why not gel in touch; our 
MBX number is t0564585». or 
send a letter to AM TECH, 
AMTIX!. 1/2 King St reel, Ludlow, 
Shropshire, SYB 1A0, 



"-^ s 

The Screwdriver Awards system. 

AMTECH now has screwdnvers to 
t QJveaway — not to readers but I o 

products reviewed. New and 

innovative hardware or software 
'that either breaks new ground or 

improves on an existing concept 
lis particularly likely to cosset a 

screwdriver . . . but rt we just i.ke 
(Something a Jot. we'll hand out an 

award, 



.None of your cheapo tead-eioy 
^screwdrivers here — AMTECH 
only awards the best: gold, silver 
* and bronze. 



The Golden Screwdriver is given 
to a product thai ws reckon is the 
best thing ever produced In Its 
field Three screwdrivers appear 
with the review 

The Silver Screwdriver turns up 
m I he guise of a paw of screwdnv- 
ers and indicates that the product 
is very good, but perhaps not tern- 
bry innovative 

The Bronze Screwdriver is 

awarded for competence m an 
existing field. A neat implementa- 
tion of a well established ides 
earns s single screwdriver. 







M i* t e ll TIT 



iiii 
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DIGITISING A PICTURE, DART STYLE! 



I 



Up until now. Dart Electronics 
m«in claim io fame has been their 
light pen which came out early lasl 
year. Their second piece of 
Amstrad hardware - The Dart 
Scannaf- has finally arrived, and 
looks set to become a bestseller 
(or the CPC range. 

The scanner is a picture daitiser 
which attaches to the hew of a 
OMP 2000 printer. The subject thai 
you wish to scan is placed in the 
prmter, with the paper select 
switch on the top right set to Ihe 
faction position. The software 
controls the print -head so that it 
moves across the paper being 
scanned - ctetinguwhing between 
light and dark shades by using a 
light variable capacitor, and trans- 
lating this information into binary 
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signals tl then dumps Ihra infor- 
mation onto the screen - the pixels 

being switched either 'on" or 'off. 
as the software is incapable of dis 
tinguishmg shades of grey. When 
scanning is complete, the finished 
screen can be saved to either disk 
or tape, and can be recalled lor 
editing by most art packages. 

One small problem with scan- 
ning an A4 sheet, is that the printer 
loses its ghp on the paper as the 
bottom three inches pass through 
the machine. This *s a common 
problem with the DMP 3000, and 
can be solved by photocopy*ig 
the subject to be scanned so that 
it occupies the top of the paper. 
Photocopying can also bee help if 
the desired Image b glossy, v 
unusually dark - simply set the 




THTTTTTTTT 




■ : :;: :: : tt :: :: : :^l....:. .. [ :. 
BttttttH 

m ii; ' ' 







photocopier to its lightest repro- 
duction (or dart ongmai; selling, 
the resulting image should be 
acceptable to the scanner's toier- 
ance levels. 

Pressing 5 puts the computer 
into the scan menu, this provides 
the user Wit h 3 numbet of options 

This includes asking d one or two 
screens are 10 be scanned, thus 
altowng a larger picture 1o be 
placed in memory ti you wish only 
to scan a certain area of the sub- 
red, you must set a left margin {the 
scanner then ignores anything to 
the left 01 this ime) fciexi comes the 
magnification factor, which scans 
a smaller area of the page in much 
greater detail. Once the desired 
options have been selected, the 
printhead then starts to scan 
across the page and a picture s 
built 143 onthe screen. 

After about ten lines have been 
scanned, rt is a good idea to check 
how well the subject is digitising. II 
the picture is too light (or too dark) 
the sensitivity ot the head can be 
changed until the best results are 
obtained - though changing the 
sensitivity doesn't effect the tines 
already scanned. Once the correct 
setting is found, holding the F key 
down dears the screen (this takes 
about three or lour seconds). 
When this process is complete, 
return the paper to its original top 
ot form' setting and start digitising 



the picture agam, 

THE ART PACKAGE 

a small M package is abo built-in 
to the main program so that a little 
«?diting and touching up can be 
done to the mam picture, This con- 
tains a number of options, as foi- 
rOWfl 

Two commands may be used 10 
move the digitised image around 
on the screen Copy Area and 
Scroll AnM. Before starting to 
move anything, a box must be 
placed around the area of the 
screen to be manipulated. Using 
either command causes a box to 
appear on the screen and it may 
be moved around using the cursor 
keys, end enlarged or reduced 
using the shift keys , When this box 
a positioned over the image area 
to be manipulated, pressing the 
copy key then fixes' the box to 
define its contents. 

Copy Area is selected with the 
X key, and puts the user in control 
of an empty box which can be 
moved around the screen with (he 
cursor keys. Once the empty box 
has been positioned the COPY key 
is used to copy the marked block. 
One problem which I encountered 
with this option was that the prog- 
ram provided no feedback when 
the COPV koy was pressed to 
confirm that an action had been 



accepted - although a help func- 
tion is available via the M key 

Scroti Area allows a box to be 
defined and placed on the screen 
as wrth the Copy Area command, 
but once the contents of the box 
have been confirmed with a press 
of the COPY key, the boxed off 
area can be scrolled under the 
control of the cursor keys. If you 
make a mistake it is hard lo rectify 
- the original picture is not kept as 
a backup. An UNDO function 
would have been helpful. 

The Box Blank option can be 
used to mask out the areas of 
screen around a piece that you 
want to keep. For example a pic- 
ture ot lo* may have bee n 
digi t ised. but there is greenery sur- 
rounding n which is not required. 
Using the Cursor keys rt is possible 
10 define a box around the required 
subject, and then by simply hitting 
COPY the image on the rest of the 
screen Is erased. 

Clear Ansa is the opposite of 
Bok/Btank. and clears the inside 
of a pre-deflhed box whose size 
can be changed by using the 
shpfted cursor keys. 

Zoom allows direct editing of the 
screen by rooming rn a small area 
The cursor and shift keys move a 
small cursor around the enlarged 
screen, and the COPY key toggles 
a pixel on and off. At the bottom 
right of the screen a normal size 



representation of the edited sec- 
tion 1 s shown to give a realistic idea 
ol what the picture wil eventuaJry 
look like 

Text can be added lo the 
digitised subject, unfortunately 
only using the Amstrad's butt m 
font, Also, only Mode Two text can 
be added, this drawback can be 
avoided by usmg a different art 
package (such as the Rambfed Art 
studio), or simply by drawing 
directly onto the screen usmg the 
Zoom Command 

As an everyday utility there may 
be very few usee for The DART 
Scanner. However, it can be a lot 
of fun Computer graphics desig- 
ners {and those who require pic- 
tures tor Page Maker) may find a 
great many uses lor this innovative 
piece of hardware, though 
bons arise as only Mode Two pic- 
tures can be digitised. At a cost of 
C79 95 the scanner « not exactly 
cheap, but compared to similar 
products (which could cost up Id 
£2.000') <t still represents good 
value 

The DART Electronics scan- 
ner picks up s Silver Screwd- 
river. 

Price C79.94 lor the CPC range 
of Micros 




SPEED WRITING BCPL STYLE! 



Meet BCPL. rt is what is known as 
a "Systems Progr am ming Lan- 
guage", and m general its main 
use is writing compilers, word pro- 
cessors and even operating sys- 
tems for the larger machines - 
although the version being 
reviewed has been changed so 
that it is possible 10 use the 
firmware of the Amstrad machines 
and so allow fairly complex games 
to ate) be written ai a speed close 
to that of machine code, 

At first sight BCPL seems to be 
simply a version of PASCAL ,but 
uniike PASCAL. BCPL programs 
have no variable types, making 
variable processing both fast and 
simple, instead all "variables" are 
Simply pointers to the memory 
location at which the value is 
stored. Problems could arise, 
however, rf you try to use a variable 
as a number when it was initially 
set up as a string of characiera 
Even procedures are simply vari- 
ables pointing to the location of the 
sub-routine, 

As a language for a newcomer it 
may well be quite difficult to gel to 
gnps with, not because the lan- 
guage is complex, but because 
the flexibility of the language 
plapuei the programmer with 
those same afflictions lhat 
machine code users come up 
against •" BASIC the interpreter 
or compiler will simply stop execu- 



tion when a meaningless or illegal 
operation is found, BCPL does 
not, so it is possible 10 quite easily 
crash the system by referencing or 
Changing undefined memory loca- 
lions. As with the machine code 
this means that debugging la a 
case of finding the routine tttat is 
crashing the system, which In turn 
is probably being bombed by 
another routine and so on. 

BCPL comes in three diftereni 
forms ai in one package, which 
could start a new trend in the pac- 
kaging of soft ware. 

For those who have ROM 
boards, CPC range only, the pec- 
kage contains the compiler on 
ROM. which, when installed, wilt 
also free an extra 16k for code 
when compiling; directly into mem- 
ory The AMSDOS version works 
in ihe same way as the ROM ver- 
sion, which means any files, com- 
patible with AMSDOS. can also be 
run with the ROM installed. Finally 
there is a CP/M 2.2 and Plus ver- 
sion wtuch enables BCPL code to 
be compatible across ihe range of 
Amstrad machines, including the 
twoPCW's 

Besides the BCPL compear 
main program, the AMSDOS and 
ROM based versions come with a 
suite Of four utilities and a further 
four examples Of BCPL program- 
ming. Probatory the most impor- 
tant extras are the input/output lib- 




raries which allow use of external 
devices - primers, serial porta, 
EPROM blowers -and direct man- 
ipulation of the CPC's own 
hardware. Graphics library 
routines are included m a separate 
file which can optionally be 
included in ihe final compiled ver- 
sion of a 8CPL source file. 

A full editor for BCPL programs 
is included with the package, but it 
is also possible to create prog- 
rams usmg any wordprrjcessor 
thai can produce standard ASCII 
files, in particular the PROTEXT 
wcrdprocessor from Amor which 
allows files 10 be stored in memory 
and then accessed by (he BCPL 
compiler direct ly without having to 
reload the text lite Once any file is 
compiled 11 may be interesting to 
investigate how the finished prog- 
ram does its job For this purpose 



a Z80 disassemier is included, but 
as th»s rs still in ns source code 
form it may be edited or even 
added 10. Many of the less serous 
users may wish to write games 
which require quite a lot of graphic 
handang and to demonstrate this 
a Space Invaders varieni is 
included m ns source code form, a 
quick look through the code 
should enable anyone to write 
programs that require redefined 
graphics or sound, something thai 
is sadly lacking from many other 
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compiled languages for the 
Amstrad range, thus meaning the 
user had to resort to machine code 
patches 

The CP/M version also includes 
input 'out put libraries which lake 
full advantage of the CP/M BIOS 
(basic input output system) and 
BOOS (basic disk operating sys- 
tem) A further version of the 
source fi*e creator , edrtor is also 
■nduded, but once again this can 
be dropped in favour of any sian- 
card wordprocessor (Locoscript 
uaars should note that files must 
be saved in ASCII format) 



The ma^or differences between 
the AMSDOS and CP/M systems 
are minimal and generally fall into 
the graphics and input/output lib- 
raries, and can readily be 
remedied simply by using a diffe* 
rent library routine, so cutting 
down the amount of changes to 
the coda. 

Some BCPL programs may be 
written with other machines in 
mind or as an exercise for school 
or college, and so to make the 
source code more presentable lor 
this purpose a file called 7VO V to 
included which will indent proce- 



dure!; and loops properly, and 
generally split up the code so it Is 
more readable. 

The 63 page manual does not 
pretend to be anything but mior- 
mation for the user already experi- 
enced in the BCPL language, and 
as such gives a great deal of infor- 
mation about the internal structure 
of the language and how memory 
is used, a very important consider- 
ation for the systems programmer 
A full list of acceptable commands 
is given, followed by chapter a*p- 
laming the detractions from stan- 
dard BCPL. tf you want to embark 



upon teaming a new language then 
you could do a lot worse than start 
with BCPL, though rt may be a 
good idea to read "BCPL - the lam 
guage and its compiler" by Martin 
Richards and Colm Whittoy-Stre- 
vens, wtiich will give the beginner 
a good grounding in the basic 
aspects of BCPL At £29 95. from 
Amor, the package represents 
exeeMent value, especially lor a 
language as flexible this 

For opening a larger world to 
the normal u»*r Amor collect a 
Silver Screwdriver award. 
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POWER FOR 
JOYCE 



For a long time now Loeoscnpt 
users have been without a speM- 
checker that would ignore the spe- 
cial codes , and cope wtf h the smal l 
amount of compaction involved 
when a Locoscript file is saved. 
They have had to resort to saving 
the file m ASCII format so that 
checkers such as Prospeti could 



be used. Locomotive Software 
have at last produced a dedicaied 
Loeoscnpt spelling checker for the 
PCWB2 56/8512. It boasts not onry 
a built-in 32,000 word 
but also a 77 ,000 word disk based 
dictionary - compiled by those 
master dictionary makers, 
Longmans It is also possible for 



Tut Tvt, (he eneefcer seems to have found wrong word, 
what can be tionm About ft? 
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Use suggested replacement 
Hep lace and then edit 
Edit word in context 
Consult dictionary 
Ignore this word 
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the user io supply his own dictio- 
nary it required. 

The problem of spell- checking 
files with Loeoscnpt codes has 
bean solved by supplying a new 
version of Loeoscnpt wtiich incor- 
porates Locospeif and its menus 
This abolishes the problem faced 
by most word processor users of 
re- booting the machine with 
another program before checking 
can be carried out . 

fha New Loeoscnpt works in 



is placed to the end of Ihe file. If 
Locospeii was to run out of mem- 
ory at any point in the teat, il would 
be a simple matter of finding the 
point the program had reached 
and continuing on from there with 
l he second option. 

Single words can be checked at 
any point in the text, though rl the 
word is more than 3? letters long 
then this would be pointless. For 
example. PNEUMONOULTRA 
MICRO SCOPIC SILICO- 



The new MODES menu, with speH-chec* options. 



Editor subsides: 



Edit Header 
Edit Identify text 
Insert text 
Disc iiarujeAent 



Check spelling: 



All of dtcwent 



oruaru 



ron nere 



ingle nerd 
User dictionary upkeep 



much the same way as norma I, 
with the exception of the modes 
function (17) which now includes a 
spell-check menu with four modes 
of operation. 

The first option checks the 
whole of a file in memory, How- 
ever, it does have certain draw- 
backs if a large file resides within 
Loooscnpf This problem is sur- 
mounted by the 'Just forwards 
from here' option, which simply 
checks from wherever the cursor 




VOLCANONlGStS would simpry 
be skipped. The main use for this 
option is simply to check the spei- 
img of words the user may not use 
often . for example If the user were 
not too sure how to spell 
emphasise then he could type 
emph. being reasonably sure thai 
this was a correct start, and follow 
it with a single word check which 
would throw up several word 
options for ih© user to choose the 
correct one. 
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The lasl option in This menu is 
acbotmry upkeep, As the user 
Corrtiouafiy adds to the dictionary. 
t a inevitable that certain (ittie- 
used words or even misspellings 
are going to be added by accident . 
and rt is for this purpose that the 
fins) option has been included. The 
user directory inoi the system 
directory which is always 



Severer of the possiofe change* 
to the incorrect wotxt. 



untouched) can be corrected by 
simpry moving to Ihe offending 
word, end pressing the * or ± key, 
The + key clears the word at the 
current cursor position and waits 
tor the user to type in a new word. 
The ± key also deletes the word at 
the cursor position . but remain 
cursor mode' and waits tor the 
user to move to the next word 
which is 10 be edited. 

When an incorrect or unrecog- 
nised word is tound, LoooapeW 
puts the user into a second menu 
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of seven options. 

If an incorrect word is round. 
LocospeH ines to find an alterna- 
tive. Illhen comes becK to the user 
with the highlight bar on ihe 'Use 
suggested repl acement' option 
Pressing RETURN wilt simpty 
replace the incorrect word with the 
suggested alternative. Moving the 
highlight bar down to 'Replace 
and then edit' followed by pres- 
sing RETURN has the same effect 
as the previous command, except 
that the user r» also given the 
option of editing (he word before 
carrying on; for example Ihe word 
may need to be made plural. 

' Edit word i n context ' places the 
user m the text, with the incorrect 
word along with the proceeding 
and following spaces highlighted. 
The word can men be directly 
edited before continuing wuh ihe 
chach. Unfortunately thrs option 
seemed quite difficult to use, and 
mistakes (which I readily made! 
were hard to rectify. The simplest 
method that 1 found for usmg this 
option was to mark the word with 
a symbol which could easily be 
recognised later, and inert edit the 
lext directly from Locoscnpt 

A) times the word which Locos- 
petf gives as an alternative may not 
be correct. In case of ibrs eventual- 
ity, a 'Consult dictionary' option 
has been included which scans all 



of lha dictionaries on ihe current 
drive to see if a better match can 
be found; this is where the 77,000 
word dictionary on side B of the 
disk (and the users own dictionary) 
comes into play. 

Some words may)! have been 
deliberately misspend to put a 
point across and require a (SiC) 
Code to Show 1 his "Mark word cor- 
rect' does |usl this, by placing 
(SiC| at either ihe siad or end of 
the word depending on the users 
choice. 

Finally if an unrecognised word 
comes up which is definitely cor- 
rect, the user may wish to add it to 
the dictionary H no user diet irjnary 
can be found, the 'Add to user dic- 
tionary' option creates a new 
directory on the Start of day disk ' 
(the disk from which LocoapeM 
was booted) 

LocospeH must boast the 
largest Dictionary for the PCW 
range, and readily copes with the 
needs of most people. The prog- 
ram may noi be as flexible as many 
other spell-checkers, but this a 
more than made up for by the fact 
thai it is available from within the 
word processor itserf 

Simpry for the size of the fflc* 
UOnary and the sp*«d of check- 

Ing. LocoapeM pJcha up a Bronx* 
Screwdriver, 
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PLAN YOUR WAY 
BACK INTO THE BLACK 









Cemeron 's creative financing,' A view of the Ban*: Balance. 



Database Software part Of the 
Database Publishing group, ha ve 
made their first coninbuiion 10 the 
CPC and PCW market with Plan ff. 
the ' complete ' personal organiser. 
The program consists of a suite of 
three menu-driven programs. The 
first deals with all of your personal 
accounts, credit card payments, 
mortgage, bank balance, end 
home expendriure on a month to 
month basis. 

Selecting 'expenditure 

accounts' allows a log to be com- 
piled of an bant* transactions that 
have taken place under certain 
categories. (Mortgage, phone bill) 
and keeps a record of which of the 
three ways the transaction took 
piece, cash. chequ« or credit card 
Wrth the cash and cheque' 
option, the user is prompted to 
enter further details concerning 
the cheque number and payee or 
the credit card type lArnehcan 
E< press, store card). Any of the 
twenty-four headings, for each 
transaction type, may be changed 
to the user's pre f erence (but not 
deleted). A deletion option would 
have been of great use, as rt would 
obviously release more space tor 
further transactions of each type 
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Major Madness 

The major problem with the Per- 
sonal accounts section it that only 
IS transactions of each expendi 
lure heading can be handled in any 
one month, a problem which 
would be encountered by any 
small company. Although secon- 
dary to the first problem, there 19 
another which is potentially more 
devastating. The GPC version 
crashes regularly, and doesn't 
allow the user to recover any of the 
data lost because a complete 
NEW » done to the program 

Silicon Paper 

The Card index is a simple form of 
data-base which wiii store infor- 
mation about a specific subject 
For example, the program could 
be used to store clients' names, 
address, telephone numbers, with 
each record being held on a diffe- 
rent file. Only seven Kerns can be 
stored on each CARD so the 
program a a irttie limited, but each 
field is redeRnable and could be 
used for some other purpose. The 
card index can be used in much 
the same way as a normal data- 
base, with the ability to sort the 
cards unto order (using any of the 
fields), and to do selective 
searches to find specific data It 
also includes the facility to print 
out labels, w ihe justified reports 
which may have been saved from 
the Personal Accounts package or 
Financial Diary 

The label facility suffers from 
severs* problems, the biggest 
being that only one label may be 






printed across the page - mere- 
fore normal label paper that has 
two or ihree labels is useless 

The Financial Diary option 
allows archive or work hies to be 
set up without data restrictions so 
thai appointments may oe made 



. 



appowir 
■s ahead, 



years ahead. Each sal of entries is 
bundled Into their respective 
months, somewhat reducing the 
danger of deleting appointments 
accidentally. As each entry is 
made it is automaticafy put into 
the right month and year data 
table, however there is a resinciion 
Of 200 appointment entries 

As a personal organiser. Ptert it 
falls down in many areas. For 
example there is a distinct lack of 
memory space for entries, even on 
the PCW version, and as such rl is 
only of use 10 the small time user 
who would be better off jusl keep- 
ing ledger records. The flexibility 
of the system is also in doubt. ThiB 
is due to ihe Menu system which. 
.lit hough helpful to the first time 
user, 19 not hing but a bind to those 
who want 10 use Ihe system prop- 
erly. 

In the words of Accountant. 
Michaei Sykes. "At the price, this 
system offers quite a lot 10 the 
home user who may only have to 
run a household. Or to Children 
who may want to keep a list of ciiitj 
members,. However, I would 
advise the senous user against 
buying il, because they would onfy 
have to start the whole business o( 
entering the data again once they 
move unto a more powerful prog- 
ram " 

PfmH costs £29. 95 and is avail- 
able for boih CPC and PCW 
machines 



DEMO DISCS FOR YOUR AMSTRAD 



Just before the lost PCW show 
Vanguard released an ampMrer 
and ar suspended pod speakers 
for the CPC machines. Now Van* 
guard, m association with BIT 1 
have brought om two "Easy Ltt- 
terang" demo tapes/discs with 
such we* known tunes as Qokten 
Brown by The Sfrangters, Axel F 



by Harold FartSrmeyer. and Toc- 
eata and Fugue in Dm by J S 
Bach The tapes cost CS 50 each . 
while the Disc versions are C 1 2 . 95 
More in the series wtU appear, with 
tunes like Equine* and Oxygens 
by JbsrvJweneaf Jarre 10 be 
mciuded 
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A PLASTIC COVER FOR JOYCE 
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Hacking away on your computer 
.--inter nights, coffee 
pot by y our side, and a mug of cof- 
fee spills an over your Joyce, Any- 
one who has ever spilled liquid on 
their PCWB256 will know the con- 
■aduanoaa: even weta* wN dam 
age the keyboard for Me as 1 mixes 
with the dual inside and act- 
thick paste on the keys. The KAOO 
cover for PCW and PC range wtW 



Slop dust and liquids entering the 
keyboard, The only problem could 
be cleaning the cover once Ihe 
coffee has stuck to <t 

The covers would seem to solve 
this problem and cost C7.S0. They 
are available from KADO Enter- 

Glees. KUmorey Court, 279 St 
argarel's Road. Twickenham, 
Middlesex TW1 1PN. 
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Our man from London, PAUL SHERREARD, disco- 
vered the joys of a 125 whan he travelled north by 

British Rail to interview Robin Thomson, one of the 
bosses of T ASM AN SOFTWARE, 



When you re tired of shooting 
altera or roiling marbles through 
endless screens, and you fee) the 
urge to compose a novel (or just 
wnte some letters), then you am 
going to need a word processor 
program, in my opinion, you can"t 
find a better program of this type 
than irw TaswordWord Processor 
from Tasman Software. 



I've always, been a fan of Tan- 
man programs and I leapt ;it tie 
opportunity to visit them. My inten- 
tion was 1o have an investigative 
look around and generally find out 
the history of the company. 

After an impressive debut jour- 
ney on British Rail's 1 25 J was wel - 
corned by Robin Thompson, foun- 
der of Teaman and one its three 



directors. He started the company 
five years ego. selling a word pro- 
cessor program for the Sinclair 
ZX51 This was qtik:fc!y followed 
by a word processor for Die Spec- 
trum Then came Tas word;? for the 
Spectrum which, as Room tokJ 
me, was very successful and very 



Wter Taswcfd 2 came - almost 
simultaneously - Tssword word 
processors for the Amstrad, 
MSX's. Emstein and. a little later 
for the Commodore. 

Teaman has come a long way m 
the five short years it has been in 
business. From the early days 




IQKTHIiy 



when Room (then a college lec- 
turer) wrote a program for the 
ZX81 for his own use. ha quickly 
found he had a product which 
people wanted - so he sold H! 
Now, Tasman employs 1 3 people 
with three directors; Room, Simon 
Howarth who designed the Tea- 
man interfaces for the Spectrum, 
and Martin Rogers who looks after 
the finances (and who Robin |ok 
ingly refers to as the bureaucrat ot 
the company). 

Do you get involved in program- 
ming now, or are you loo involved 
in running the business. I asked? 

Robin - "» still do progr a mming 
on some products, basicaty giving 
as much time as I can allow, but, 
unfortunately not as much time as 
I would wish" 



PUBLIC FEEDBACK 

The directors of the com- 
pany are the decision mak- 
ers, and I asked Robin where 
Hit company will move next, 
in terms of new products? He 
wouldn't tell me!!! All mat he 
would tell me was that they 
had "new prod u cts actively 
under development!" 

We do though, get a lot of feed- 
back from the puoHc which con- 
vinces us we can continue to mar- 
ket word processors to meet 
peoples requirements We have 
developed a lot of expertise in 
word processors, and we will he 
slaying with them. And we wtf also 
be looking at any new machines 
that come on the market " 

I was really interested to find out 
which was their biggest seller to 
date I thought this would give 
some idea how many computers, 
and which ones, ware being used 
for word processors. The answer 
was that - though things were had 
been about even between the 
Amstrad and the Spectrum - 
Amsirad sales are now the 
strongest, with even a word pro- 
cessor for the Joyce available 

"Tasword for the Joyce , , 
Why bother?" I asked "It already 
has its own built-in word proces- 
sor" 

Robin - "Thr5 really was 
because of public demand Wa 
were unsure whether this venture 
would be viable, but it has turned 
out as a good seller and has 
proved to be a very popular pro- 
duct 

For ihose who use Styto wrtfer. 
you may have noticed the Joyce 
version Of Taswofd, Tasword 
8000. includes 2 fonts already 
built-in, and the version of style 
writer lor the Joyce has another 6 
fonts available, two of which am 
not available lor the CPC series I 
asked Robin whether they would 
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now bwtg o*4 more fonts lor the 
CPC oompulers? 

Robin ■Unfortunately, we have 
no intention of rokMWtnq further 
fonts. Actuatiy we do have further 
typefaces already dona but there 
doesn't appear to be any demand 
for them/' 

Are you womed about the com- 
petition l asked? 

Robin - "Not ready, we am 
aware of the competition, ■**> a 
certain amount of competition is 
heathy, it makes you strive harder 
with your products, and of course 
there is room for more than one 
word processor pet machine in the 
market,'' 

Taming about the competition, 1 
asked Robin whether he saw any 
competition from the Page and 
Magazine makers that are starting 
to appear or the market. These are 
the programs that aHow you to 
make your own newspaper or 
page layout tor posters, etc. They 
attow COpy fitting and picture 
placement? 

Robrn - "We have an eye on 
what the competition is doing, but 
we don't feel that there will be 
much to worry about. These prog- 
rams will make a pnce lest or a 
brochure, but in order to type a let- 
ter or report, the word processor 
will stifl be needed." 

Will Teaman move into this 
area of magazine and page mak- 
ers?'' I asked, 

Robin - " 11 s entirety pOswbtoV 

If you read about my visit 10 
Pride Utilities the other month, 
you may remember their comment 
that the majority of their sates were 
to the overseas market, as the 
British market was more games 
orientated I put the same point to 
Robin. Were his safes similarly 
apportioned? 
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Robin - "A substantial part of 
our business * for export, either 
selling direct or through licensing 
agr eements with agents In various 
countries. We sell throughout 
North and Western Europe, in fact 
every English speaking country 
abroad, we afso have a certain 
amount ol representation in other 
countries. Trie United States was 
atso a very lucrative market tor us 
Here we released programs lor the 
Ttmex 2068 - wNch were conver- 
sions from the Spectrum - and 
they did very well. Having said thai 
the UK is still Teaman's major 
market and I Thmk people will con- 
tinue to use their micros for serious 
applications - such as word pro- 
cessors. I don't think this market 
will go away, " 

AMY PIRACY WORRIES? 

How about piracy here and abroad 

are you worried about it? 

Robin - "We have no worries 
about pkacy in this country al a* 
because, so far as we are aware, 
there is no commercial piracy that 
affects our products. " 

How do you know this? 

Robin-- We sell the sort of pro- 
ducts that generate enquiries and 
we can lair from this feedback 
where our products came from. 
Also our programs are upgrade- 
able, so when the consumer sends 
US beck the original tape or disk 
we can see what's in the market, 
You see, what we are talking about 
is the commercially produced 
pirate copy - one that the public 
would think was the original thing 
- ri these did appear on the market 
we would know about it even if it 
onry was One Or two programs '' 

"We do not worry about piracy 



abroad either, because m the very 
tew places where it does occur, it 
appears to be Nmrted to e particu- 
lar locality only, 

I asked whether the save Tas- 
word option from the main menu, 
encouraged people to pass copies 
to their friends? 

Robin - "One of the strengths 
of our word processor is the way 
the program can be customised, 
you can make your own word pro- 
cessor basically, so you must be 
able to save the customised ver- 
sion of Taswotd. If people do want 
to pass copies to their friends 
there Is nothing we can do about 
it." 

So how about Teaman itseH , are 
you a large company? Where did 
the name come from and what 
about expansion plans and prog- 
rams from the public? 

Robin - The name Teaman 
came out of ahat. It means nothing 
m rtsetf and stands for nothing; N 
was just a name that fitted. We 
employ 1 3 people at present but 
this wifl increase gradually as we 
expand. As a point of interest, we 
have ail our high volume duptlca- 
tion done outside but we also have 
facilities to handle low volume 
duplication in-house. " 

"As regards programs from the 
public. We don't actively invrte 
people to send in software 10 us to 
view, but we do still get quite a lot 
and ail of 11 « looked at, but. we 
take on very few Tas Diary was 
one such program which you may 
be interested to know, arrived here 
well over 12 months ago. and had 
lo be changed and amended to 
come up to the right standard. But 
we do look at any programs lhat 
are sent to us ." 

"We also have five in-house 
programmers, two are working on 



another word processor product, 
one on a apefi-check product and 
the other two on a hardware pro- 
duct. ' 

One of the latest releases lor the 
CPC's is Check-speW. I Know thai 
the program contains over 20.000 
words just ho* did Teaman com- 
pile this dictionary? 

Robin - "Wet, it wasn't done by 
entering each word one-by-one. 
As we have been « business tor 
quite some time we have amassed 
an enormous amount of corres- 
pondence so what we did was to 
employ some students, using this 
correspondence, to create the dic- 
tionary. We started with an empty 
diefronary, ran the program and 
when it stopped at a word told it to 
learn the word, and being empty it 
would stop at every word! Then we 
wexjged a mat chstick under the L ' 
key and n learned every word it 
slopped at. Then we checked 
every word very carefully, " 

Will Tasword for the CPC's 
change anymore or is it in its final 
form with no more upgrades 
offered? 

Robin - ' Unfortunately that s if 
Ma a pity because we are all the 
time thinking up nice touches to 
go into our programs, such a* bne 
drawing on the Tasword 0000 and 
its extra speed over the CPC 
series, all tor the Joyce. But you 
cannot keep going back and mak- 
ing changes to existing products. 

With two interesting visits 
under my belt I think it's time to 
ask you, the reader, it you would 
like me to visit any other serious 
software company? Let me 
know by writing to AMTIX! 
Towers and I'll do my best to 
take you there, albert by the writ- 
ten wont. 
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HERE'S YOUR CHANCE 
TO WIN A HOLIDAY 
OF A LIFETIME 

A fantastic week for two in Rome. 
Combine the excitement and spectacle 
oi the World Alhletu - t hampionships 
with the sights and pleasures ai one of 
the war Id's most beautiful tines. 
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WORLD GAMES 

iNUK'H fiw«r 15 W Obi £M » 

AithTt.iH IJ»ffl^ LH <W Ob* 1 14 W 

Spntrvn4aK Cweff* £•.*• 
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Your Holiday includes 
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Rome is a I iving vibr. i mm with 

2000 year old pdsi stamped all ov< 
modern 20th century (ace. Visit the 
ancient Colossetitn, scene of alhletu 
prowess oi another civilisation. ( .am. r 
wilh the crowds outside tin* Vatican, 
w.uting eagerly for Sunday morning 
blessing from the Pope. Enjoy the 
hospitality of a nation renowned tor it's 
friendliness and for living lite to the full. 
Rome i« not «iH museums and history, 

i modern city overflowing wiiti 
fashion, shopping and nightlife From 

I nomenl you lout h down lo the time 
of your Tina I departure your week will 
be crammed full with excitement and 

run 
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PHIZES 



World Athletics 
Championships '87' 

Held every lour yean the World Alhletu S 
Championships rival the Olympics for 
their prestige and competitiveness. It is 
one (»t the tew opportunities for athletes 
in gain worldwide acclaim and for 
spectators to enjoy history in the making. 

How to Enter 

Simply answer I he three questions below 
and the three queStfotlS printed W mi " 
packaging of I he game "World Gam< 
complete the entry form add return .ill 
items to ihe address shown. Inlheevenl 
of a tie break the most original com - 
pletion of the caption, as determined 
by the judges, will be the winner. 

** Competition **^% 



Ihe winning ph/e includes two air 
ti< kets to Rome, hotel accommodation 
for one w e ek , two tickets forthe World 
( fi.impionsfups pljs £100 spending 
money. 

Runners-up Prizes 

The 25 runners-up will each receive 
copies of Supereyefce and Winter Ctt 
for either theCBMo4/l 28, Spectrum or 
Afnslrad, 





RULES. 
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• ipk'ieih. i iv and caption below leather with (he ^ 

completed qui wn ihe packaging and return to ilw addrftn bekm 

All cnlrn>s muvt rK< reteivrd no late* lh,in ilsl M.inti I'M" 



RUNNERS-UP 
PRIZES 



X Question I. Hrnv manv hilU is Rome huilr <»n ^ 

^ Queslinn 2, In wh.il ve.ir w.i^ the Roman invasion of Bulam ^ 

f Question 3. Who; --riuwneri ceiling of Ihe Saline Chapet 

• i nil ilt '!•■ m not moo" than 25 worck) Kon*> is an appropriate venue In* Ihe World (niraw bet jus* 
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Name 






A«e 



Address 



U.S. Gold Ltd. 



m. omputrr <* a 
Unit* 2 :i Harford Way, Hollnrd. 




Birmingham B« 7 AX. Tel I 021 3S6 
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THROWING DOWN THE 



4s related (in a strong 
Cockney accent) by 
RICHARD EDDY 



Cot blimey, stnke a lite, down in 
London, 'onesl guvnor, squeeeeze 
m» a tenon 1 No messing about 
in London (somewhere 



south of Ludlow, and a little bit big - 
gv) for the ultimate In chaienges 
- Gauntlet. None of yer ptddwig 
half -baked chalenges here gov. 

The NovoteJ in Hammersmith 
famed for its hospitality and slip- 
pery bathroom floors, was the 
scene for the recent Amstrad 
show: full of fifed account execu- 
tives getting high on the latest 
revolutionary spreadsheet prog- 
rams, The old 'lawn syndrome' 



Struck Ihe gaming gastronauts 
thai turned out an mass0. 

Luckily good of' Uncle News- 
fiefd turned up with an Amstrad, a 
pile of games and a veritable 
plethora of waggling good joys- 
ticks - in vam attempt to bong a 
spark of life to the she 

And rt worked 11 From the moment 
the hrsi chord of the Gauntlet 
theme tuna struck up the stand 
was awash with joystick junkies, all 



stammering to gat their greasy 
paws cm the joystick- Se a 7ehii » a 
through the crowd we tound two 
prohcteni players Doth eager 10 
throw down the GeurWet - p<ck it 
up -challenge each of her and bat 
tie if out in front of the mittens. Ef. 
thousands? hundreds? Okay 
there was about twenty people 
around but it was very ending. 

Matin Migrans representing 
Gosport, and Manx Wilson repre 



Martin [teft/ and Mark find time 
to smite after receiving their 
awards *ft>r (h# Cmuntht C*f»f- 

teng*. 
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GOLDEN GAUNTLET 



senting Rochester were the pros- 
pective heit^ -and selected their 
characters kn preparation for the 
onslaught Martin took Merlin the 
Grand Wizard tor htt power q1 cast- 
ing spells and Mark decided upon 
the nifty Elf, The rules wore simple 
Out effective they were to play 
Gauntlet lor haft an hour and the 
winner would be the one who had 
amassed the highest score m ihat 
time Let the challenge begin! 







in case you don't already know. 
Gauntlet has barn rocking the 
arcades for some time now. and 
during its short lifetime has 
spawned many Clones of varying 
quashes, tls s simple concept - 
rush around a labyrinth Killing oft 
hoards q| oncoming foes, cotleet- 
ing treasure and food to stay alive. 
Martin and Mark were welt versed 
with the two-player game and 
bawl playing in earnest. 

Unleashed onto the playing 
area; Martin guided mo Wi t around 
m professional style - beating up 
ghosts and collecting the odd 
artefact Meanwhile, Marks EH 
took a quick look around and hur- 
riedly headed for the exit No! 
wanting to be left behind the W>* 
followed shortly after On to level 
two and the <un really began EH 
took the lead this time, pushing 
onward and collecting keys and 
lois of treasure from the chests 
that litter the floor The Wiz tned to 
make up for this, and rapidly 
started scavenging for food- He 
also made a futile attempt at kiNng 
the Elf off -no hope! 

Having collected a key. Marks 
Elf opened a doorway, unleashing 
a hoard of meanes- It wasn't 



before he began to blast them 
by himself while Wiz stayed wen 
Out Of the way, behaving like a 
proper wimp. With the hoard dis- 
posed of , he heeded oft m search 
of ah emt with a score of 980 and a 
health of 1921 The third level is an 
open plan one which (eaves lots of 
room to wander around killing I he 
ghosts which foam ihe floor This 
was exactly what the Elf decided 
10 do. Unfortunately Martin 
thought that ii might be more help- 
luiil he started huni log down some 
food, as his Wizard was quickly 
funomg low on energy. Passing by 
the first ewt ihe duo heeded off in 
search of treasure and left level 
three with a score of 2260 to 
Marks Elf and 1261 for Martini 
Wizard. 

At the Stan of level four the 
Wizard put on a brave face and 
opened a door. This resulted m the 
arrival of a mammoth hoard of 
Grunts. The Erf stepped in and 
quickly disposed of them with his 
trusty bow and arrow building up 
the score as he did bo The Wi/ard 
headed off m search of an exit, 
while the Elf got rid of the final few 
Grunts who had hung behind the 
hoard. The two disappeared from 
level four slightly better off than 
when ihey began. 

With the tension mounting, 
more people surrounded the stand 
and sum the battle went on lor the 
ShowS Gauntlet champ, level five 
and six were disposed of quickly 
m a desperate attempt to progress 
further into the game and both the 
players' score increased but their 
health f«t rapidly. 




they returned to the labyrmttt. It 
was panic stations now as they 
both went on a massive score 
hum. Shooting, blasting, coned- 
ing - it was all there with some 
tricks that they d picked up 



Level seven saw some h 
action and devious tactics coming 
into play. Trie Wiz. faced with low 
ene/ny, 1 rapped the EH to deal with 
the maths thai were rapidly 
approaching. With a quick press of 
the spell key the Deaths were deci- 
mated - good stuff. Time was 
rapidly running out lor the two 
Gauritjeteers as they entered level 
eight together. Unfortunately they 
both appeared to have different 
•deas on the aim While Mark's EH 
went off in search of food to sus- 
tain his ewstence. Martins Wizard 
decided it would be better to 
increase his present score by a bit 
of nifty ghost blasting. Suddenly 
ihey gained entrance to a treasure 
room and reaped a plentiful har- 
vest but time was Still pressing 
and with only two minutes to go 




And as the final whistle went, 
there was a deathly silence as the 
assembled crowd looked at the 
scores , . Mark was the victor 
and was declared the Snow's 
Geunftef hero? Wtth a total score of 
18,330 everyone agreed that had 
done en admirable job and was 
duty awarded a grand AMTix 1 
sweatshirt (once used) and a com- 
pilation disk Poor o*d Martm, 
never mind he'd come a dose sec- 
ond wrth 13.04S and collected an 
AMTIK' T-shirt for his trouble. Now 
>t soft to me bar for a bit of refresh- 
Pint please. 

I love these happy endings. 
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To a game of ... 

'9b by the name of ... 
And my humble address h 



(Name of AMTIX' 



Ego chappie) 






Postcode 
Otophone number 

Com*** mr nkjn . t , oro^/^'^j-^erften 
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DRAGON'S LAIR II 

Escape from Singe's Castle! 

SOFTWARE PROJECTS' LATEST 
GAME IS ON THE WAY! 

FIRST PRIZES OF FRAMED 'CROMALINS' OF 

DRAGON'S LAIR II 






(From the Laser Disk Version) 

SS8 "^ 




Dint the daring is back, and this 
time he's more intrepid than ever. 
The hero of Software Projects ' 
Dragon's L$it returns mine sequel 
Dragon's Lair u - Escape From 
Singe's CasVe. Having saved King 
AetheHreds daughter Daphne, he 
now returns to Singes castle to 
find the treasure which is 
rumoured to be hidden there With 
the acaty fire-eater out of the way, 
the castle has now been taken 
over by the Lizard King, and Dirk 
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must do battle with him if he is to 
achieve weanh beyond his wildest 
dreams 

In this e»ght~ievel advanlure. 
Dirk must negotiate whirlpools, 
boulders, evil traps and even the 
Lizard King himself, before being 
confronted by the Mud Monsters 
who guard the very key to Dfrfc's 
escape. All these ingredients add 
up to a magical recipe for a. game 
that will blister even the most bat- 
tie -hardened fingers 

Software Projects ' are offering 
four first prizes of a framed eroma- 
urt - a super high quality photo- 



graph - and the fifty runners-up 
will each get a copy of the game. 
Simply help out Dirk. He's been 
confronted by no less than seven 
dragons Fortunately, only one of 
them is real and 1 he 01 her six. are all 
magically created apparitions 



Dtrk knows that each apparrbon 
has a twin so an he has to do is 10 
kill the dragon that doesn'1 have a 
doppleganger Ring the real dra- 
gon and send your entry to; 

DIRK'S DILEMMA, AMTIXJ 
Towers, Po Box 10. LUDLOW, 
Shropshire, SY8 iDB, to arrive 
here before March 5th. 
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Welcome again to the page that refreshes more parts 
of user clubs than any page in any other magazine. As 
I have said in the past the user club page is here to offer 
advice and help to newly formed, established, or plan- 
ned organisations, and allows clubs to generally 
sound off about anything and everything. 

AMTIX! wants to hear from user clubs the length and 
breadth of Britain, Indeed we welcome correspon- 
dence from organisations abroad as well. All you have 
to do is writs a brief outline of your club's history and 
post the details to me. If you have any black and white 
pictures taken during a club meeting why not send 
them in?lf they are good enough we will publish them. 
Got the idea? Good, then why are you waiting? Send 
me your articles and black and white pics etc - RIGHT 
NOW! The address, as always, is Malcolm Harding, 
AMTIX! User Ctub Page. P O Box w, LUDLOW, Shrop- 
shire SYS IDS. 

This issue sees the continuation of the regular user 
club directory. If you want to be included in this free 
service send in details post haste. Once again I am 
publishing more pen-pal listings, but there is always 
room for lots more, so write in if you are interested 
including your full name and address (and a phone 
number if you wish). 

dubs buy iust one copy which i* 
then read by aN their members SO 
the actual readership figure is 
probably considerably higher than 

this. 

Members of WACCI cart fill ihetr 
software needs through the club 
wrlh 3 20% discount, and the Free 
Software Library has now grown 
to over SO games and utilities, 
many of them written by member s . 
Software houses have shown an 
active interest mi the organisation/, 
some have sum games for review, 
while others have donated games 
for the competition prize box, 

if you at« interested m roming 
WACQ. Jeff's address is 75 
GreatfieidS Drive, Hillmgcton, 
Uxbnoge. Middlesex U88 3QN, 
nnd his phone number is 0696 
52430. 




By Malcolm Harding 



HELLO TO WACCI 

One of the newest user clubs on 
trie scene has to be Uxbridge 
(Middlesex) based WACCi This 
was founded test September by 
Jeff Walker after he wrote to a 
computer magazine ashing rf 
people m the area were interested 
m such an idea 

hie received more than SO 
enquiries from interested parties, 
and over half ol them subscribed 
to the dub's newsletter and 
expressed an interest m making 
written contributions. One 
interested party. George Fonta 
rum. expressed an interest m 
translating the newsletter into 
Spanish and trying to establish a 
European connection, this eventu - 
a0y led to the club's 'Europe- wide' 
idee. Soon afterwards Jeff 
received a letter from Wi lined 
Ctaus from Schoemberg. West 
Germany, who offered a similar 
service for a West German con- 
nection. 

At present the dub boasts a UK 
readership of between 75 and 100. 
but t has to be said that some 



THE ELLESMERE PORT CLUB 

I have been asked to point cui (he 
full name of a club on the Winal is; 
The Eiiesmere Port Amstrad Com- 
puter Club Their address to 64 

Durham Court. Eiiesmere Port, 
South WinreJ LBS 96D. Telephone: 
051-355-6366- 



BIRMIttGHAM USER GROUP 

My old mate. Jon l he Wood (in 
house joke) letis me the Birmin- 
gham User Group is now operat- 
ing Further details can be 
obtained from John Woods at M 
Lock wood Road, Northfiekl Bir- 
mingham B31 1QO, or by tele- 
phoning him on 021476 6166 

THE BMC USER GROUP 
fl's always nice to hear from user 
groups which are run by 
youngsiers - the latest one, called 
BMC. is run by a group of teena- 
gers who live at Blackwood in 
Scotland. 

One of them, Ian Betl. teas me 
they operate by post and do not 
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hold meetings anywhere. Instead 
all members are sent a user book- 
let on a regular basis and member- 
ship costs just £1. 

Their current booklet contains 
news, a letters page, hints and 
tips, a competition page and a reg- 
ular charts feature They also run 



services for games cassette 
swapping, software sales, and 
games hire, 

Anyone interested can wnte to 
Ian at 10 Morton Court, 
Blackwood, Scotland ML 1 1 9YH 
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NEWS FMMt DOWN UNDER 

It's nice to know AMTTXf <s read 
and enjoyed ai the other end olthe 
wood. I have iust received a letter 
from Todd Duon. who edits the 
monthly newsletter for the Eastern 
Amstrad Users Group in Auckland , 
New Zealand 

The club has only been gang for 
a couple of months, but already It 
boasts a healthy membership 
figure. R meets on the lourth Wed- 
nesday of each month ai Waka- 
Aranga Primary in Butley Drive, 
Pakuranga (Farm Cove), meetings 
kick off at 7.30pm promptly The 
committee members are: Chaw- 
man. Graeme Ross: Secretary, 
Enc McCall. Treasurer, Matthew 
Croner; Editor. Todd Dtxon. 

Anyone interested in raining the 
cJub can get further information by 
wntmo, to the club at P O Bo* 6559. 
Weikesfey Street. Auckland 1 . New 
Zealand 



LETTER FRONI iTAIY 

It's always nice to hear from read- 
ers who live abroad, and If they 
have problems It's even nicer to 
be able to help them Recently J 
received a plea for help from Cris- 
tiano Daivai who lives at Via Strada 
Provinciate per Vetnolo No 30, 
Levico terme (Trento) Italy 38056. 

After reading issue 9 of AMTIX! 
he decided to send an interna- 
tional money order to Jeffrey 
Green s Advantage User Group 
and join his organisation. He sent 
off the money and then sal back 
and waited . . . and waited. After 
five weeks he decided to seek my 
help and wrote to me. 

I spoke to Mr Green's wtte who 
assured me that the matter would 
be Investigated, She thinks the 
delay may have occurred because 
Cnstiano forgot lo include his 
address Anyway let's hope that 
everything has now been resolved. 



USER CLUB 
DIRECTORY 



The User Club directory con- 
tinue* to grow at an alarming 
rata, thanks mainly to my friends 
Clint and Lesley at the Amatrad 
Group Federation who keep 
sending me listings which they 
have acquired. Even so t would 
welcome any more to add to the 
directory. Remember rt will be 
published In every issue of 
AMT1X! Right - here w* go with 
the latest listing. 



DONALD LErTH. 434 Afcton 
SVHt. Waft BrwwMfc, Wctert* 3Q», 

Mkjk 

AMSTRAO CANTERBORT MS CHRISTINE 

UNFOOT. PO Bcu 73 QT» Tamptatorv ChrW< 



•QUTMHOt AMSTfUO USCRS C^ua MS 
DEBBIE HOFFMAN PO Boi 32*. BoMH 

sua 



amstmc users cue 

EDO* GOH OHENQ, B1* 316 Jumng. Eaii 

ti e^saa. smoapoae isao 



communtty coupunm c»*«n of 

ilWajwn fUrrw WaAi Hunt IfanrleaMr 
M1J4FO 



amstrad user OAOUP. MRS 
p t moron, a w««ion s»wt. Car** t w . 



LE CLUB MFOMAnOUE, CMRJSTOPHE 
WAROUX. 8RLIVSLEM LE OB, 1 Ru* UMnH 
6247H, Cuonna Hum, Sag* Social 
6o*r ■***■ Ane»*. P*we* 

PATCa* COMPUTER CLUB. P PATCH, 1 ™ 
TO**on»« Road Bumtay, UkoAh BOl i 
BBJ 



A*iemM) user boptware data 

S«MC*POHflTn.]3wooo»*i*A*art*,a». 
Upon Tytia NE3 4EU 



CLUB. MRU J pYOS. EHMn*r* Port .South 



WACO JEH WAUtER ,M Qrmrmum Dnw, 
Hamgtfcwi. Utiyidga MtaMkna- UBS 3QN 



IAN SELL, ID Morton 

BitdiwMd Soasmd ML 1 1 (rm 



Court, 



AQVAWTAqe computer use* croup 

MS J GREEN i3 Mriyi* Cioaa. Chmor, 
Ch1ortMlw»OX9«EW 

association of computer Clubs, mr 

J S BONE, Oi* Spot SlO, t^o Owwnonl 

Plan. Gataahaad. Tyr# nd WMr. 

PCW USERS OAOUP. Mfl fl MOB8ERLEV. 

57cnei»d awiotRo*), a***, co—itrycvj 

SOW 



OROUP. MR STUART WHJJAMS.MM«ftXk 

Road, Lrnmr Farm Estate Btanw.cn, Wataali 
Wt* MfcSwda WSS 3O0 



CO-OP COMPUTER CLUB MP. 
DAVE CHAMBERS 6? Uooriaod Road. 

t> aaanw. Lancaatwa bs 1 1 gWL 

THE NATIONAL INDEPENDENT AMBTRAD 
USSR CLUS. MR DEREK VERNON, l 1** 
MaMa Way, Harrtwr, Mklii™, KA3 7E 

TAFFS WELL COOP COMPUTER CLUB. 

MR A TOGMU. *$ Vtrt BoadL T»Hi w*i, 

Soutri Qhanor^n 

LONDON AMSTRAO USER CL UB Man o* 

Comnutaf Of**. Harrow Art* Cantr*. 336 
Mian Road. HaFim WaaM 

CROVDON MICROCOMPUTER CLUB. MP 

f ChiCk. Ctntori FVmx Litxarv, 
CMmni 5lra#t, CjwSqu. 

SUTTOH UBMARY COMPUTER CLU* MR 
WILKINSON, Cw*ml limv. St Ncdolaa 
Way, Sutton 

NORTH KE NT AM ATEUR COMPUTER 
CUJB.MRDPETTET CrurtMOanmStfwa 
Jari Lan*. Bigg** HJI 

RICHMONP COMPUTED CLUB. MR B 
FOHSTER. fl(ct»non(JA0UH Co 
MOu«a. r-Lrhmrtrti] 

THANST CO-OP COMPUTER CLL* MM M 
TEW. ?! WMM GarGWi*. WaM&oc*. Mar 

oshl Ka« CTB- arm 




NEW PLYMOUTH AMSTRAO USER CWT 
Comaci F Q SOUSTER b Taurton Placa, Nnr 
P4ymoue>. Ph BtSOi . 

SOUTH AUCKLAND AUG. Soman J V 
BUCKTON, 14 CocMa Bay Roan He***, 
AucUand, Ph*a4&?44 

AUCKLAND CENTRAL AMSTRAO USER 
OROUP, Contad MB $ K AiOUN. Ph MM- 

WR, Mr Darraa SiOtMn Ph 636-7483, Mr Jdhn 
|>vnmcnd Ph Wfr*li 7 . ?7 Haryujn) SVa*. 
Ptani C h awa H a r , AucKland 2 



TOKOAOA AMBTRAD Ueffl*S CLUB, Oon- 
tact STAN WALTON OMiWi, CO 10 
OanaM Strat, Tahoma. Pti SS-Wt 

NORTH SNORE AMSTRAD USER'S CLUB 
Cortttd CHPJS *RANC£ CO T>» CompuMr 
Ttrm™i 2ST Hmamoa 9mal. 0«MfV*aM 
AurAMnd, Ph 1 11KB43 Wk. Ptl 4 FS- 1 7BJ Mi 



CHRISTCHURCH, Contacl 
CHRtSflwe LINFCOT, PH W74I3, ian 
Orenard, Ph 5M-064, POBdi S«fM East 

Lpaflool. Ctwartcr^cri 

CHORLEV COMPUTER CLUB MR J 

MOORE, 3 Sumtay Retail, FannfllQ*! Praalon. 
PB5?BH 



WAKEFIELD AMATEUR 

CLUB. MR R OUARTON. 4* VWirt* Spwidj 

Craarart : OaaatL Waal Vrrtinir». WF5 ORE 

HUNTINQOONSHIRE COMPUTER CLUB 

MR j CHii,OS. it Mmoi (iaroan* Ouetuj**. 

Huntingdon, Cwnfaa PEISflTW 

CONQLETON AND DBTRET COMPUTER 
CLUS. MR G A HAHiVLH . 1 9 WtfOTM ObM, 
ConoMlDn, Chmrfwa CW12ATS 

MKMQBCAOON SUPPORTER* OAOUP 
MRjPAlH6RM«T«3«iatlWiProaKl 2S Gut 

nna Straart. Edrtxiron ScoUantt. 

PRBT ON COMPUTER CLUB (PACE). MR L 
MOW AFTH . 41 Si WNburga h«u, Pnatan, 
L*n«,PR3 2QT 

WEST HERTS » USERS ASSOCIATION 

MR B UUK* , S2 CNurch Straat LjgMm Bn/ 
j>!»rrt Eiert-v UUT 7BT 

AMSTRAD CLUB SCHWEIZ Kurt «vACxm. 
ManhKAam. CH-Mdl. EBOflriHrQ. SWUMf. 

end 

COTAC CLUB, Th» SaoaCvy. MR CONRAD 

HARI *« Oqwar Ho#d Room 14 W.tfiitaafl, 
London, El 3 &EA 

WESTERN SUBURBS AMSTRAD USERS 

OROUP.Tfta Saoraury, MR j jamfs. 36 
Ptnono Slraat. WasdakA. Bnabana 4074. 

Mahsll 

SYNTAX ERROR COMPVTER CLUB NOR- 
DHORN, LMX C OMPUTERS) Conlacl 
l s P*DwtBERTlMMeai»23.44eaNoi*(^ 
Tal OM-Ji I314S fjamwiy. 

CPC CLUBORUNOUNO *J*ttE*THEHT 
ConMH HRE1S BORKEN 

AMBTRAD NORTH WEST USER CLUB 
CANWUC). 1 U-y** Avanua. LonoWgH. Man- 
1, 1 —11 12 

BURNLCV CO-OP COMPLrrfH CLUS. MR 

DAVTE CHAMBFPS. 02 Moortand Road, 

Roaanai. Iwow^l. B8 1 1 2MX 

THAHET CO-OP COMPUTER CLUB MR M 

TEW ;t WaAa CjaiJana WaaUroofe. Mw 
pat*. Kant. CTB SRO 

COMMUNTTV COMPUTIHt} CtVtfi ^ 
AaCacwon, Huima, MancnaMer, MIS SFO 



P T ARORON. AMSWEST AMSTRAO 
USER OROUP. « WaMon Shaat, CartaHa. 
fllOl WwlAurtraiit 

M CHRISTOPHE WAROUX. U CLUS 
INFORMATtOUE BRUTSLEN 1 Aa 

La t a n a'i, 6JT47D tmonna Roounvt. Staga 
■octal, Bruty-an-Arton. Franca 

BCHNCJOER-JOVCE-ANWENOERKREIS 
MjiatatJCoaalatd aucW MrtgMdar, WoUgang 
Kunft 44« Netmm. Qemany, 

CLU&R1JNQCHJNQ. H 
nhuaan. flichand LuppanL Ga 

64M Langanaatir*]- chummy 

SCHHCIOEH JOTCt USER CLUB. Rhaai- 
Man.A-HBcJmwniaagt 90B7 Tratxn J.Qac- 
many 

SCHNCtDER CPC CLUB BAVREUTH UNO 
BAyREUTHER COMPUTER* CLUB 
MARCO KONARD. F Drtanaa&wa 4. tbtfi 
Ba^aulU, Gamany 



HUOOEASnELD CO-OP COMPUTER 
CLUB, MR O POWELL, 'if, f ovoyad Dnwa 

Mrtam Huoawtfaa 

COTAC CLUB Trm SaoMarv. MR CONRAD 
HART 46 Owar Hud, Roort 14. TmaHnL 
London El?iEA 

AMSTRAD OROUPS FEDERATION Tha 
Sat*a&p>. MR P CLARKE A Smhvi ftoad, Off - 
ton Kanci-innMiBTPN taiDei ?9a-»rs 

ROCKP40HAJ4 KW1NANA AMBTRAD 

C O M PU T ER CLUS Th* Saetawy MR * 

SAW. » M4lgn»a Avarua CooKaonoup 
11 AwJaJM WA 01 86 

AMSTRAO COMPUTER CLUB INC rBA), tna 
Pnahdant. MR CSOWDEN. P Q &). 710, Par- 
hlnjlma 3043 SojWJ 



VICTORIA WESTERN COM PUTER CLUB 
P Boa 4?, B ra yofQC A »1» 



OROUP Tna 

Sacratary BARRY rREOROtSON POfio 
?7S, HwoatwQ Wc 30B4, AupWMh 

EASTERN AMSTRAD USER* OROUP 

6*0*. TcoottxON, co po a** esse w#- 

antav Sbaal. Auckland 1 Nat* It 



WAOQAWAQOA AMSTRAD USER OROUP 
Tha Sagtawy . MR J tipper. 36 WRa Pwca 
KapooluL K§* ?ftfil 



OAOUP. Tht SacMMn/, CRAIG TOLLIB. P O 
Box M* Port Maoqutna ?444. f 



MunatarfCoatMM weft IMiaMnW Contad 
WOLFQANO KURCH 4*» NcrhAi TH ?S 

fa^5*0.GatTTvany 

CPC USER CLUB - Gsundung, Contad 
SWEN UARTH OMr*ufc*r*tra**+ 3 35*0 

Bad Wildungan, Gvntany 



CLUB MCHAELOEOROC. 
WBJillnail 13 SS30 Smpdub S Tal 6831 

e701.Gann*sy 

AMBTRAD CLUB BCHWEJX K^rt tn^UbW. 
MuHMeaam CH-3B3t, Egqartwg S«Anv- 
land 

FREAK SOFT CLUS CPC 4*4, HALF HOP- 
PEROETZEL TrtacxIor-SlDnTi'SlrBBat 33 
aSTOHci rSMN», Qameny 

FREAK. SOFT -CLUB CPC 6S4, CPC «1» 
MJCHAEL ECKERT. Zab*m**r<m Str aa 3D 
eS70(S*PN, Cwrrj 

hn Raum HarvauGal 
RICHAHD LUPPERT f 
i S. *4SS Langanaatmtd. Oamwny 



USER CLUB RHE-IN 
S«»r Twtsu*}.G*f 



MAIN A 

meq 



CPC CLUB BORKEN . HARSTE N KAMMLEH. 
Hpnrlqrt-Hartr-SlnHH 4 *MO Borttn 

Garnan. Qarrtany 



MICHAEL 

DECKER. Mi racnMobvq 36 4166 Knucau 
Gamtany 

CPC USER CLUB LAATISN. ConMd ROLF 
MENai, Am Kamp 2S 3014 Laalran I, Qm 



SCC N-H-W-N-H-WSCHNEK)CH COMPU- 
TER CLUB. OLfrtR TWELE Am Kt ul iaa u 

44, »0S Naunkircnari &. Oamtmy 



S C C H SCHNEJOER COMPUTER CLUB 
HAMBURO. ALEXANQER SCHARF H*«ep- 
0m Sin i| i « J 1 00 Haffifajy 90 . Oanr»y 

CPC USER-CLUB SCHWEII ULAUS-DIE 
TER PREkSS lm Hot ?0 CH-*»7. LAUpan. 

O a a t M rtand 

JOYCE COMPUTER CLUB, MICQLAl WA+- 
TEH Pcartadi %3t»tS*S Kivtmtft*. Gar 



INTER hWDUCvuB SCNWEU IMC 

SCHHCIMR cpc-club urs thoky 

PASCHCH-rji* GnaKtt ^tMlianand 

CPC USER-CLUB irtXHLSANO. PETER 
WBJSChER. Kumni'MH 6, D-4i*S 
Entataru -4 , Oannany 

CPC 4*4 CLUB OAUNOUNO C««« HEPtf 
ELBERS. Wumambarga' Slraaaa 1 44*0 Har- 

dhorn Oannany 



CO M PU TER CLUS E V Roat 
taeh I T01 . 4977 Lonna I Gamany 
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WARGAMERS UNITE! 

BY OWEN AND AUDREY BISHOP 



A few years ago. a visitor to a war 
awning event would have looked 
hard (and in vain} to find a compu- 
ter on any of the stands. At the 
same time, a viator to a computer 
show woukl have been lucky to 
see two decent wargames on dis 
piay Have things Improved since 
than? On one side of the gap there 
are signs of change, as computer* 
slowly but surely move Into table 
and board wargaming. The prog- 
rams used however are not of the 
kind we review on these pages. 
They are written to bo used as war- 
gaming aids- holding an immense 
store of data and taking on the bur- 
den of the mathematical side of 
resolving combat. 

A first class example of this kmo 
<s the AFV Combat Calculator by 
David Bodger and Room Hunt. 
Usmg this you can set up almost 
■Try armoured bathe Of the WW2 
penod. You can army oof AFVsf ar- 
moured fighting vehicles) with a 
wide range of weapons, thus 
recreating almost alt of the 
weapons systems used by the 
warring nations Of that period. The 
program accurately takes into 
account all the factors connected 
with armour (thickness positioning 
among others), weapon type, shell 
type, range, visibility, and the like. 
No graphic displays - that's on the 
table, in full Colour and m 3D! AFV 
is available for the Spectrum and 
BBC only at present, but a new 
system 15 on its wey . and it 's prom- 
ised for the Amstied and CBM64 
too. 

The latest news to reach us from 
down under' indicates that com- 
puters are getting rather more 
attention from wargamers there 
than they are here. The New Zea- 
land Wargamers National Conven 
lion, bemg held at Easier in Christ- 
church, will have two full days 
devoted to computer wargaming. 
We'll be there to report to you on 
this event. Now, what of the other 
side of the gap? Yes, the software 
houses have been letting us have 
more waigames- A few Of these 
are even top-ranking in the current 
state of the an. But what state is 

In the connection we are of 
course assuming thai you want lo 
play the whole game on the Com- 
puter, The poor old Arnold has to 
take the place of a table at least 
two metres square, covered with 
undulating and varied terrain, and 
peopled by hundreds of figures 
and vehicles of dozens of d liferent 
types, ft has to contain the rule- 
book which, for an average war- 
game, consists of about thirty 



pages of dowry printed texi and 
includes up to twenty combat 
resolution tables |ust for the rules. 
You get another booklet of similar 
size fix historical background. On 
lop of all this, the micro has to do 
ail the mains, keep a record of the 
state of play, and even do its feeble 
best to produce realistic sound 
effects (something that makes 
many wargamers shudder). Finally 
11 is expected lo ad as a human 
Opponent, playing a game that is 
hundreds of times more complex 
man Chess- and don quickly! Can 
the Arnold cope with all this? The 
answer is NO. 

Are we crossing the gap from 
the wrong side? Are the software 
houses {and the software buyers, 
who control what the houses pro- 
duce) heading In the wrong direc- 
tion? A computer wargame can't 
have everything, so what do we 
cut out or cut down on, to squeeze 
rt into today's popular computer'' 
Do we simplify me graphics? Do 
we forgel about compuler-piay'? 
Do we eliminate sound effects? 60 
we give up the attempi 10 get 
reeHsttc combat resolution? what - 
ever we do. its all a matter of 
memory size. 

This is where we would like to 
hear from you (please write your 
letters on the back of a cheque tor 
C1000 made payable to Kray 
Twins' Computers. Mile End road, 
London r i we have some views of 
our own on the subject, which you 
may agree with but are welcome 
(o tear to shreds (in trus case, bet- 
ter make the cheque out for 
E1500) NO, lokJng aped - PLEASE 
write care of AMTlX' Towers - any 
old scrap of paper will do, 

One of the problems about com - 
putar wargaming is that a very high 
standard of graphics has become 
obligatory m Arcade games. 
Something that is essentiaiy an 
arcade game may be given 'added 
strategic elements' and then mar- 
keted as a wargame. A few simple 
strategic routines can easJty be 
fitted mto some spare memory 
space, but this does not make H a 



strategic game - espectaMy when 
compared with the average board 
wargame. Although you may have 
' smooth ' graphics, the terrain area 
Of a typical computer wargame is 
still less than a quarter of the aver- 
age board wargame. Do we need 
graphics at all? Why not a text- 
only wargame, as we have in the 
more challenging kind of adven- 
ture game? A map might be 
needed (or play, but a primed one 
could be supplied along with the 
tape or disk. You would then be m 
exactly the same position as any 
field commander {luckier then 
many In past battles, who have 
either had no map or been issued 
with lhe wrong one 1 ) But. if we 
insist that we really must have 



graphics, we can surely manage 

Simple. 

ines use 

up an awim lot 01 memory which 



with something fairly 
Elaborate graphics routini 
up an awful lot ot m 
would be better devoted to the real 
essentials of the game These are 
the calculations and decisions that 
go on unseen in the innards of the 
computer These make up the real 
game which, after alt, is what war- 
gaming is about To add even a 
small improvement to graphics, or 
to the computer-play routines, 
may mean stripping out a lot 
(sometimes nearly a*) of the 



interesting playing features of a 
game. 

Computer play, in which you pit 
your wits against the tactical 
ahiiH?? 7 ) of lhe computer is 
another hangover from Arcade 
games Another memory-grabber, 
it is something we need like a hole 
in the armour -plating If you really 
haven't any friends available, you 
can play for both sides yourself 
Computer -play routines usually 
work by stacking lhe odds heavily 
against you, by playing so fast you 
can not follow what is happening, 
or someiimes. we suspect, by 
downright cheating, Worse am 
within the limitations of its prog- 
ram, the computer is a relentless 
foe. who never makes a mistake or 
takes an unwise decision - how 
bohng! Human opponents have a 
personality, they sometimes take 
bnftant advantage of you, while at 
other times they can make stupid 
mistakes Though human oppo- 
nenis oflen have favourite tactics 
which they like to repeal, they can 
also be very unpredictable, they 
may try to mislead you - or may 
even panic end run, Do reef-life 
generals ever do battle against a 
computer' 7 Even with afl the 
technology Of modem warfare, 
and the vast computing power 
available to control it. essentia* 
decisions are st* taken by human 
opponents 





We could say more 


along these 


lines but this should b 


. enough u 


get you writing. To s 




believe that as long a- 


m a jMnei 


are seen as a sort of a 


Unking pet 
te priorities 


son's arcade game. M 


will still be all wrong. W 


•rfaflfniel 


up with games thai 


people win 


soon tire of, and whic 


h will make 



no impact at aU on lhe maionty of 
wargamers- We need to work the 
other way - from the wargame on 
the board or table to lhe wargame 
on the computer Only men shall 
we get really lasting, authentic, 
challenging games to appeal to all 
kinds of wargamer, Over to you 1 

Next month - Tac-Ttps No 1 , 
Be up-front with the best com- 
menders. 
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A TOSHIBA GHE 
WITH GRAPHIC | 




30 HEWSON 
CALENDARS 
ON OFFER!! 






Jfef*»g? 



Copies of 

IMPOSSABALL 

ready to take away 



70 AMTIX March 1987 




J 



-BLASTER 
EQUALISER 









■P 



: ****** 



MRR 






^, 



^MSf 



The game mat I'm playing si the 
moment n (MPOSSABALL from 
HewSONS.mwMchyooowtTOla 
BALL thai BOUNCES along ■ 
Strolling corridor which h» «*- 
umns suspended from the COL- 
MO and protruding from the 
ground, tfour task is simply lo 
guide the baft against the protrud- 
ing face of the eC^umne In order to 
force tham either into the floor or 
oeWng - el thJa whJW trying to 
avoid the SPIKES which surround 



Find afl the words hidden in toe 



wordsQuare that are in caprtai tart- 
1*4 in ton piece (except tor the 
address and heafUne* oi courser), 
and you cou*d win yourself a 
GHETTO BLASTER H you donl 
win the first pfiza then there's thirty 

copies of the game to keep the 
rurkners-ijpriai^andujiaarMad. 
Jlhi sand your entries to 
IMPOSSASALL MISSION, 

AMTIX Towers, PO Bo* 10, Lud- 
km, Shropshire. SYS 1 DB. Mak 
■rig sure that they arrive here 
before the 5th oi March 



Name .... 
Address 



L O 

W T 













... Postcode ... 
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AMtlXl It THE magazine for the discerning Amstr ad owner, 
combining the best in games review* and technical know how. 
coping with adventures and Strategy, your problems and ours! 
You shouldn't miss out on this, but if you haven't been able to 
get hold of earlier issues of AMT1X! we do have some m stock 
— and after all, you wouldn't want any holes in your AMTiX! 
Under when it comes along Later this year, would you? So order 
now! 



t 



Your chance to fill that gap in your life 



BACK NUMBERS SPECIAL OFFER 
Each back number of AMTIX! is availa 
ble at £1 .00 each (plus 20p for post and 
packing per item ordered). But why not 
take advantage of our special offer; 
• Order three issues or more at the 
same time and get 
40p off total > 

IMHM 

eld ltd 1 * i 



I OHM 
drfwi tppJMlltlll f 



riei 
tda rtci i 
toftta 

nijuwe H r%» m*f JvhA «t dMyl IB vOf 

o*» Sant on)tn to iru taorwtt b in*' 

I would like to order 
AMTtX! Beck Number! 



OvbJamt 

-Totolwictwd r 



jearnsasD wntin itaoa wo »o 



PLEAS* DE9IT MY VISA/ACCESS ACCOUNT 

i wis* to pey try- Vk*s/Acce*f |d*tot« «* appticaMef 



frg mature 
I Expiry Oaf 



flMli Cftw-Q* My Account Na: 



BACK NUMBERS, AMTIX! MAGAZINE, 

P0 BOX 10, LUDLOW, SHROPSHIRE SV8 1DB 
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NO 1 November 1985 

* Complete Guide to games I * Lightpens * Dun Darach Map * 

Pyjamarama Map ' Everyone's a wally Map * Lords of Midnight 
Map ' CP/M ' Tape to Disk Utilities 

No 2 December 1965 

* Complete Guide II » Fighting Fantasy * Alien 8 Map > Word 
Processing with Tasman * FORTH on the Amstrad 

No3 January 1966 

* Gargoyle Games Profile ' Knight Lore Map ' Public Domain 
CP/M * Computer Art * Extension ROMs * RS232 

No A February 1966 

* Dynamite Dan map * The world of Infocom adventures * 
Amsoft visit * The first batch of results * Gremlin graphics, the 
journey, the people and the story * Introduction to educational 
software * Preview of the The Music Processor. 

No 5 March 1966 

* Cauldron map ' More competition winners * More educational 
software " the Improved AMX Mouse * die Vortex expansion 
board. 

No 6 April 1966 

* Maps of Gunf right, Marsport and Three Weeks m Paradise * A 
review of Pyradev ' The world of Lothlorien * A visit to the Ocean 
and Imagine software company * Readers awards * The Amtix! 
questionnaire * yet more competition winners. 

No 7 May T 986 

* Battle of the Chess Giants " The world of PSS * A transatlantic 
interview with Infocom (pt 1) " Reviews of Rainbird's Music 
System and the Melbourne Draw * Competition winners. 

No 6 Juno 1986 

" Maps of Shadowfire and Bounder (perls 1 and 2) * The con- 
cluding pert of the Infocom interviews ' Spotlight on Activiskm 

* A dissection of Artificial Intelligence * More competition win- 
ners. 

No JuFy 1986 

* Maps of Movie and Mom ad * How to beef up your Joyce for 
£20! * A review of Laser Genius * Competition winners galore. 

No 10 August 1986 

* Budget Special * Maps of Heavy on the Megick and Cauldron 
1 1 * A visit to Level 9 * Spoilt for Joyce Including a review of 
Money Maker * Lots more competition winners. 

No 11 September 1986 

* Maps of Fanlight, Saboteur and Movie " The ultimate Joyce 
supplement including games reviews, adust cover offer, typing 
tutorials and a chess comparison ' Reviews of Promerge, a 
Silicon Disk Drive, a Miditrack and a Drurnkit * The arrival of Lee 
Paddon, Richard Eddy, Tony Clarke and Saffron Trevaskis * 
The New look LOGO unveiled * The first brolly induced OTS * 
The new look reviews " Even more winners 

No 12 October 1966 

' First issue with new logo! "TirNa Nog offer! 'On The Spot with 
Saffron ' Mega Adventures reviewed! * Mirage Imager! * Fan- 
zines Explored! * Mapped Starquake, Jack the Nipper and Tir 
Na Nog * Short Story " First Challenge * Terminal Man * More 
winners!! 

No 13 November 1986 

* Saffron revealed! 1 * Accolades for Revolution, Tomahawk, Tri- 
vial Pursuits ' Saffron's Scoreboard! ' Delta 4 Profile * PCW 
Show ' Art Studio and Muftiface 2 - Screwdriver! * Ricardo 
Pinto - Interviewed! ' Tony wins a challenge * Mapped Doom- 
dark's Revenge and Equinox * Winners and Fun, fun, fun! 

No 14 December 1966 

* Accolade s for The Eidolon, TraHMaxer , Scooby Doo, Xeno, 
Ikart Warriors, The AMTIX! Accolades * The Amstrad Show * 
Richard loses his challenge * Mapped Dan Dare, Panzadrome 

* Competitions galore * A Look at the new magazine, LM * Yet 
more winners 

No 15 January 1987 

' Accolades for Heartland, Zombi, Thanatos The Destroyer, 
and Bobby Bearing In our Mega Christmas special * Mapped 
Eidolon, Druid and Glider Rider ' Issue or the new magazine, 
LM * The Newsfieid joystick junkies inter title mega fight * 
Enough competitions to blow your mind! 



THE AMSTRAD 
ROCK AND ROLL SHOW 



Visitors lo the first Amstrad Show 
of 1 987. heid at the Novotel in Lon- 
don's Hammersmith, had no trou- 
ble finding the AMTIX* aland - 
even though it had been lucked 
away in a comer by the organisers 
(because of space problems) 
From ihe start we decided we 
would adopt a musical theme for 
the show, and it certainly paid off, 
as visitors frequently came to the 
stand to see from where the sound 
of games music and rut records 
was coming. One woman summed 
up me success of the exercise 
when she came to the stand "to 
see where the music was coming 
from.'' 

As is now the norm, there was a 
definite tectc ot software com- 
panies at the show. Perhaps they 
feel thai the Amstrad games mar- 
ket * dying, but that did not 
appear to be the case as we were 
concerned, and the games on our 
CPC6128 were in almost constant 
use by visitors We even decided 
to hold our monthly challenge at 
the show With the aid o* a Joycon 
adaptor, which enabled two 
players 10 use joysticks, the chal- 
lenge was thrown down for 
Gauntlet and an exciting game 
ensued between two visitors, with 
Richard. Mass and Tony being 
able to relax for a change. The only 
company showing off new games 
*as COS Software/Blue Ribbon 
Software, who were showing off 
Brian Ctough's Footbatl For- 
tunes, available for the CPC and 
PCW range of computers, and 
Stove Davis Snooker, including 
poofs and billiards, for the PCW 
micros. The Brian C lough com- 
puter assisted board game is 
reviewed on page 90 of this 

There were no less than 160 
stands, end almost every one of 
them was selling programs and 
utilities tor either the PCW8256/ 
S512 or PC 1512 micros. As in 
previous show reports I shall run 
through some of the stands at 
the show, but in no particular 
order of preference. 

The staff at the London based 
Carton Software Company were 
showing a load of software for the 
PCI 51 2 Some was familiar, but 
others (such as the new versions 
of Condor and Scratchpad Pfus) 
were new. Also new was a great 
idea in time management - the 
powerful TimeKeeper. Nearby 
Saxon Computing, who are 
based at Humoerside, were 
demonstrating their best-selling 
packages. Micro Co&oction for the 
PCW8256 and 8512 and Fiexi- 
Collection for the PC 151 2. Both 
collections had Ave programs. 
database, word processor with 
mail merge, a labelling program, 
and a spreadsheet. The PC ver- 
sions also had graphics owrt into 
the spreadsheet, and the word 
processor had the ability to merge 
print picture files created by prog- 
rams such as PC-Paint, lotus t23. 



Our own Crumbly editor, MALCOLM HARD- 
ING, led the team to the sixth Amstrad Show. 
Mere's his report on the three day event. 



and VP-Piaoner 

Database Software were offer- 
ing their latest utility. Pfantt TNs is 
a complete personal organiser for 
both the PCW and CPC range of 
AmstradS- It contains three prog- 
rams - personal accounts, which 
give complete control of even the 
most wayward bar* account, n 
financial diary to keep track of 
monies and expenses owed io 
you. and a card index system 
They were also pushing Britain's 
fastest growing electronic mail 
service, MicroHnk. which provides 
a user interface to Telecom Gold , 
but includes tots of extra services 
such as WasiherlJr* and 
FloraUnk They were boasting 
(hair latest breakthrough, namely 
a direct saterlrte Ita to the USA via 
Mnematl es in New York 



development, and will be sup- 
ported in the near future by the 
release of KMYoru", K-Comm 2, 
and K-Data, 

A Bradford company. Initiator 
were demonstrating the latest ver- 
sion of their software package, 
Labei Pnnter, which gives a crea- 
tion, storage, and prmt facility for 
the PCW0256. The Amstand. a 
versatile stand for supporting the 
PC machines, was also on show, ft 
acts as a wall mounted unit and 
makes effective use of office 
space. Comix Software, who 
wan on stand 27, claimed to have 
come up with programs for people 
who use a computer system as a 
means lo an end, and not as an 
end m Itself. Their Comr* pac- 
kages are written tor the smal I bus - 
inaas which wishes to improve effi- 




A host of smiling faces on (he Romantic Robot stand at the show. 



MODEMS GALORE 

Pace Micro Technology have a 
stand at every Amstrad Show and 
are renowned for their modem, 
They first entered the communica - 
tiorts field with the Nightingale 
modem, now sold as the Amstrad 
V2123. Their latest peripherals 
were the Commsiar CPC and the 
Pace RS232 interface The com- 
pany was showing off its range of 
Sanaa Four modems, and the 
launch of the Linnet modem coin- 
cided with the show Kuma Com- 
puters used the show to launch 
the new range of professional 
Gem based business software (or 
the PCI 512 The first packages 
released are the KSpread 2 
spread sheet calculator, and K- 
Graph 2 business graphics. These 
are the first two in a series of data 
compatible programs under 



ciency and profitability rather than 
its computing skills They were 
launching Product Costing and 
Job Estimating at the show, useful 
upgrades to their existing Simple 
Accounts and Card index, which 
have already been well received by 
the public. 

Minerva Systems were doing a 
roaring trade with their business 
software. hardly surpnsing 
because it was being sold at just 
E25< On offer was a the newfy 
launched learner friendly service 
series, including the First Base 
database, First Cafe spreadsheet. 
Lemica (the tutorial for Locoscnpt 
writers), and Typertte, a typing 
tutorial MML System*, of Lon- 
don, have developed Straight 
Talk, a new product tor the 1 51 2. It 
is an easy, powerful communica- 
tions program tor electronic marl 
and lelex. and includes a text pro- 
cessor for the preparation of both 



Ascii arid telex documenls, An 
interesting product caught our 
eyes on the Kado Enterprises 
stand, it is a product called Seal n 
Type, made from clear flexible 
plastic, and a removable cover 
which tits snugly over the keys ot 
your 8256 or 851 2 keyboard, pro- 
tecting it from dust and accidental 
spillage of liquids, yet still allows 
you to type with ease and safety. 
We were given a sample and 
intend trying rt in AMT1X 1 Towers 

We'll let youxnow how it performs 
Birkenhead based Overbase. 
continue to enjoy success with 
thev Thmgi, which is designed to 
hold single sheets or pad paper on 
the aide of your Joyce, n is also 
available for VDUs and telex termi- 
nals. Perhaps they would like to 
send us one to review? LCL Edu- 
cational Software have jumped 
on the Joyce band wagon bringing 
out a 8256 and 8512 version of 
Micro Eogttsn They were aJao 
showing off Micro Maths tor both 
CPC and PCW machines KDS 
Electronics were showing a large 
range of hardware for the CPC 
machines, ranging from a CPC 
Senat interlace with Comms. to a 
Communicator 104 moder? 
lull eight colour Prestel and 
downloader For the PCW range 
there were the RS and Centronics 
interfaces, and a new Chatterbox 
modem Teaman were displaying 
new and existing products for si 
Amstrad computers including the 
PC range, 

LIGHT PEN FOR THE 
PC1S12 

The Electric Studio selected the 
Show to launch the* PC Light Pan 
which allows instant freehand 
drawing facilities while using Gam 
Draw or Gem Paint, and which 
works In conjunction with a 
mouse. They were also 
demonstrating the PCW Video 
Digrtiser, CPC6128 Video Ogmaar 
and the PCW Mouse and Light 
Pen Also on show was Snip Art, a 
collection of digitised images suit- 
able for graphics usage on the 
PCW 

Zanln Electronics of Surrey 
were selling A-B-C. a package for 
the PC15I2 containing everything 
you need to take care of paper- 
work in any small business, no 
matter what the trade. It allows you 
to type letters, and quotations, file 
information {and find rt again I, per- 
form calculations, and do book- 
keepi ng (including VAT Return and 
Balance Sheet) The focus of 
attention on the Precision 
Software stand was the launch oi 
Superpose lor the PC machines- it 
is designed to take maximum 
advantage of Gam and is a power- 
ful relational mufll-fiie database. K 
also includes unique facilities for 
co-ordinating graphic and visual 
Images with record data to form a 
picture database. Gwynedd 

AMTtX March 1907 73 



THE AMSTRAD 
SHOW 



based C»mbnsn Software, have 
also jumped on the PC bandwa- 
goo and were demonstrating their 
latest version of Cambase finan- 
cial manager and payroll Com- 
pact Softw a r e were setting the*- 
Own range of business accounting 
software tor both to© PCW and PC 
range. 

S a ndpi per Software concen- 
trate on writing business software 
and database management sys- 
tems for the PCW and PC 
machines. The recentry released 
SanopiparfBa Manager contains 



tern is now supplied with the new 
version ol CPM and Locoscnpf, 
•Specially written by Locomotive 
to drive Winchester disks. This 
means the Web Hard Disk is now 
100% software compatible with alt 
current software running on the 
Joyce and fat Joyce computers 
London based Vldlx were selling 
their new VSoYx Transporter for the 
PCW8256 and 6512 micros. It 
holds everything in complete 
safety including; the monitor, 
keyboard and printer, cables and 
the manual fit even has a pocket 




Richard (left/ and Massimo are too modest to took at the camera. 
Most unusual 



enhancements previously found in 
on ly I ar mora expansive programs . 
and is an easy to use interactive 
programmable database system 
that allows you to customise a 
diverse range of applications. 
Sandpiper -Accounts is a simplified 
integrated accounting system that 
can handle sales, purchase, and 
nominal ledgers. The company 
also produces its own Stock Con- 
trol and Payroll packages, 
were concentrating on a 
of 16 Brt PC software. Their 
Business Wise software range 
includes SooAfceeper, Accoun- 
tant, Payroll. Cnrt-Chat, Retrieve. 
Desk Set and Wanner They were 
also showing (heir Popular range 
of business software for the 
PCW81 256 and 8512 machines, 

On stand 72. visitors were able 
to see the Tfmatic System's 
twenty megabyte dnve. mis sys- 
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for drsks) Clentop Press of Bar- 
net had a wide range of books on 
sale for the Amstrad micros- Of 
particular interest to visitors was 
the new range of books for the 
PCI 512 range, from an easy to 
read introduction of this ISM com- 
patible micro, to texts covering 
GEM based software available for 
the machine. Boum# Education 
and Training had a wide range of 
educational programs available 
for the CPC and PCW machines 
and also for the PCI 512 range. 

Oi >f tali i showed off one of the 
lowest priced yet powerful 2D 
CAD packages known - the H 
Grafpad 3r Thb is an A4 sized 
digitizer tablet which operates 
with the PCW8256 and 8512 and 
PCI 512 machines, with costs 
ranging from £149 50 to £195.50 
li comes complete with powercard 
software configured to operate tor 



PCs with the EGA, CGA, or Her- 
cute graphics cards and the 
PC1512 computer H includes a 
selection of drawing units in either 
imperial or metric. Automatic 
dimensioning and unlimited 
zooming are easily achieved, as 
are panning and freehand draw- 
ing. Library storage for user 
defined symbols is catered for 
within the software, and drawing 
can be done to absolute, relative 
or polar co-ordinates. Pnrrter/Plol- 
ter interfaces are a standard pari 
of the overall package, and output 
can be from A5 to AO sizes. 

MANAGING MONEY 

Conned Systems were making 
much ot Money Manager, a flexi- 
ble financial management system 
for personal and small business 
use, K enables business people to 
record all financial transactions 
and analyse them, h can also help 
make the most of someone's 
money, check bank statements, 
monitor cash flows, make budget- 
ing forecasts, and generally avoid 
nasty surprises. They were eJso 
selling Stockmarket, a program to 
keep track of stocks and shares, A 
new name to me. lansyst of 
Hereford, ware showing on vari- 
ous tutorials. These included the 
Reel-Time pack tor the PC - a 
complete traming course which 
comes with audio and disk based 
tutorials, free software and an 
Electric Book - all tor under £301 
They were also showing their 
Crash Typing Course, and me Two 
Fingers to Touch Typing course, 
as weii as Vicar, a specialist tool 
for programmers. ASD Peripher- 
als ol Sir mingham were dtspla ymg 
a hard disk umi for the two Joyce 
computers. The PCWHD iO hard 
disk unit is supplied with an 
enhanced version ot CP/M Plus 
and Locoscnpf which allows unre- 
stricted use of both systems. 
Unlike other hard disk units for the 
PCW8000, the software drivers 
are resident in the operating sys- 
tem allowing even the most 
sophislicaied software packages 
to operate faster and more 
efficiently. They also had on dis- 
play a network system for the PC 
compatible hard disk kits. 

Cavalier Software only started 
producing products for the PCW 
range of micros a year ago. The 
Dartford based company were 
Showing off a powerful contact 
analyser, Teieadd. and also their 
unique package. Contract 
Accounting. My mends from 
Advantage are now authorised 
dealers for the US based PC- 
Software Interest Group and can 
supply over 3.000 tested and sup- 
ported MSDOS programs from 
€7.95 per disk They have not neg ■ 
(ected the CPC and PCW owners, 
having utilities, applications and 
games compilation disks from 
only £5-95, They were also otfenng 
the popular Voikswnter full feature 
word processor, and MIX C com- 



pilar at special show prices AM* 
Electronic* Ol BurtjMon launched 
two products at the show. 
ScreenWfors and New Paper Tray. 
Screenfittars consists of a rectan- 
gular frame which matches the 
screen size and colour of the 
monitor. Filters are made from 
micro mesh which increases the 
quality of the screen display, and 
are available for CPC and PCW 
(mono and colour) The Mew Paper 
tray for the PCW prints* has 
adjustable left and right guides. It 
makes single sheet loading as 
easy as child ' s play, and aligns the 
sheet i^yfectfy where you want it - 
every time. 

WORKSTATIONS 

Intelligence Quotient of Rom- 
ford, was shewing off its 10 
ergonormea&y advanced worksta- 
tions. The new iO-t6tP at £168, 
was specially designed for ihe 
PC1512 The IQ- fGfwhich works 
well with the PCW range is com- 
peiitively priced at £108 Mi ra ge 
Mi c roco m puters made a wel- 
come return to the Amstrad Show, 
witti the oniy transfer device that >* 
officially approved both by 
Amstrad and Database Exhib* 
ttons. The New Mirage imager 
Mklti made its debut on stand T45 
and «s much faster that its compet- 
ition, typically loading a 64K prog- 
ram m as little as 14 seconds 1 
Compression has been improved 
too, making even more efficient 
use ot disk space. It is a very useful 
penpheraJ for ail CPC owners. 
Wight Scientific of London, are a 
software house and consultancy 
s pe c ialisi ng in cost effective appli- 
cations tor the PCI 512 and 
PCW0258 micros, They were 
demonstrating the latest versions 
of Signwnter. an economical alter - 
native to typesetting or display let- 
tenng for large characters in signs, 
notices, price tickets, community 
newsletters and product labels 

The only stand producing music 
to rival our stand was Elec- 
tromusic Research of Wickford 
They are the only major UK com' 
pany producing computer music 
software and hardware for com- 
puters and midi equipped musical 
instruments. The EMR's Mtditrack 
Music System tot home comput- 
ers offers more music control 
programs man any current midi 
system, and is approved for use 
with any midi equipped instru- 
ment. Software includes mufli- 
track recording Realtime Per* 
former and Sfepfime Composer, 
the comprehensive Music Edrtor 
for editing/lmking, Vumusic for 
unique graphics, and instrument 
Voice Editors and Notat on to print 
music, 

We now have a a few months 
break before the next Amstrad 
Show takes place in July, once 
again m London, but this time 
being held at Alexandra Palace 
Hope to see you there' 
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fcaap flooding Into AWTlXi 
Toww, and wa're aJway* looking for mora. Evary ptc 



tun* that finally mmk** ft* way into tha haftowad 
bird Qilary wW b« tumad Into an A3 colour 
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•ad Rain- 



dump by 

Wainblrd, 



Hmanaton Qraphlea and framad. courtaay of 
bafora b a l ng aant to Ha craator aa a 
montarfto.Haraararrva mora acclaimed work* to faaat 



your «yoa on, and aa afwayi our raaldant art crttlc 



Errtrtaa for tna gitary ahould ba aant on caaaatta or 
dtok to: Tha Ratnbtrd Oatary, AafTlXI, PO Bon 10, Lud- 
low, Shroparar* SY8 10B. 
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Stogh's representation of Alan Moore's 2000 AD 
Character* DR and Qtiineh. Not* <he powerful 
twtng of the 1 utu ristic veh tele as it smashes into 
the foreground, breaking up the peculiar con- 
struction of the picture, »w 
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Deception. Here Nigel Ken ward haft adapted * 
we+l tried idea - taking a creature that is truly 
wild, and depicting it in a friendly fashion. This is 
achieved by Th* roundness of the eyas. How*v«f, 
we can only wonder about thetr twinkle, which 
appears somewhat ominous. 
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Last month tire showed hts pa«ion for Goirnc 
illustration, which ha once again echoon fay ih« 
creation of this mythical dragon. The central 
Character is sniffed to the right-hand side mak- 
ing full use of the golden section. The black 
shape in the background is distt net ly forbidding, 
but we are left wondering what it actually 
houses. 
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MALCOLM I 

OFFER YOU Tl 




Jogging suits 
and AMTIX! caps 

for the runners up 



Here a i amtix' Towers there a no- 
one who has not been subjected 
to the puteating sound of the loud 
music that is constantly played On 
the office ghetto blaster Once 
someone buys anew album then 
its played mercilessly tor days 
unto ail the song's words are 
known almost pert ec% so that the 
Sp*6y Hawed reviewers can then 
impress their loved ones with their 
tear-Wed renditions of their own 
favourite songs. 

Each of us has our own very spe- 
cia) song that we sing in times of 
distress especially if the Doc Mar 
tsned one la about whh an 
encouraging loaded boot f 

"Every Loser Wins", my per- 
sonal favourite, calms my fears 
whist "Oh My Father Had A Rab- 
skinned a#ve by Rienard's 
tonsis does the same for him. 

Devil Woman' is the apt choice 
for Saffron, whdst Massimo's 

Yes. we Have No Bananas " 
soothes his aching lingers, Yes 
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i ht / all hhe a good song m times of 
trouble but it is Malcolm s personal 
favourite of "The First Cut Is The 
Deepest ■ has them a> running 
(carefully, to the bathroom. 

How does anyone work amid ail 
this nose l hear you cry over the 
cacophony. Wed, for Malcolm it's 
easy - just a few turns on me vol- 
ume control of his hearing aid and 
hes safe from both the wail of 
music and the sound of hts own 
smg.ng All the Spikey Ones have 
ther very own personal stereos so 
they can listen to the latest mat 
pop has to offer without the 
screams and yooeNngs of Mal- 
colm bothering them, 

Weil, Malcotm has decided to 
strike back at them ail by making 
them all so extreme^ jealous of his 
unprecedented generosity, Hes 
off enng a personal Compact Disc 
player as the first prize m AMTIXTs 
very own competition. There are 
also (en compact discs to go to 
the winner just to start them off 



lhw Digital Sound system collec- 
tion. Such generosity by Malcolm 
is almost unprecedented and 
should be savoured, so we're 
going to run this competition over 
twoissues- 

What you must do Is to collecl 
the coupon thai appears in this 
months and next month's AMTw 
and enclose them with your entry 
form which will be printed in both 
issues, No photocopies are 



avowed 

What you musl do is to decide 
which of the headphones shown 
m the drawing is actually plugged 
into the Compact Disc player. 
Wnte down the answer and keep 
your coupon safe Pan IWo of this 
competition will appear next 
month. 

Five runners up receive jogging 
sorts while the next IP win them- 
selves a vary trendy AMTIX' cap. 



VI 



AND AMTIX! 



fH : CHANCE TO WIN 





-kG9Me&^FT-l&N 




THE EVER SO GENEROUS COMPACT DISC PLAYER AND CD DISCS COMPETITION, FART ONE: 
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Post Code 

MY JOGGING SUIT SIZE IS 
(S. M or LJ 
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JAIL BREAK 



Konami, £8.95 cass, £14.95 disk, 
joystick or keys 



For soma time no*, Konami 
games have bean released 
undef the Imagine label, With the 
beginning of a new year however, 
the can-op specialists have opted 
to produce under their own label, 
when will feature conversions 
from ther major machines. The 
first ol these 10 grace the Amsuad 
» the popular JarfSrea* Itletis the 
story of a disastrous pnson 
escape, in which the prisoners 
have taken the Warden capirve 
and now wander the streets taking 
members of the public hostage. 
Taking the rote ol a pol*Cerrtan you 
progress though five different set- 
tings, avoiding the onslaught of kil- 
ter prisoners - eventually aiming 

to release the warden and the hos- 
tages, 

Jarf Break is a horizontally scrol- 
ling shoot 'em up, with the police- 
man hewing the ability to move m 
four different dvections; up. down, 
left and right. Initially his only 
w e a pon 6 a raptd-fmng pistol, but 
more powerful arm a m e n ts are 
acquired once captives have been 
■ted. Escaped convicts move on 
screen from either the left or nght. 
and are armed with either a pistol 
or tear-gas bombs. One of your 
five hves« lost ff one of the pnsor> 
era scores a Nt against you. Two- 
hundred pants are awarded for 
each prisoner shot, with the pre- 
sent score and high-score shown 
at the top of the screen. 

There are five different hostages 
to be treed, each with a different 
points value - Men are worth 500. 
Women 1 000. Children 2.000. 
Women m the Window 5.000 and 
hnety the Warden himself worth 
50.000 The Warden only shows 
up at the very end, but the others 
appear throughout the game. 
Men. women and children are 
found running along the roads or 



rapidly across the road, they are 
impossible to pass - and must 
therefore be destroyed (the tear- 
gas bombs are the only effective 
weapon in this case). On comple- 
tion of d location, the scrolling 

sutomaticaiy stops, and it's on to 
Ihe next setting. 



"ttfti 



Trie games scan* may 
im p r o v e now that Konami 
are doing their own con- 
versions to the Amatred, 
but kjdglng from this they 
stsl have a long way to go. 
The graph ics , although 



5s 



the scrolling background | 
is afSO quite psssabla. 
Generally, t found it quiio ' 
a ppeal ing , this kind of 
mindfess violence can be 
quite good when exe- 
cuted Correctly. tt*a nica 
to see a game where drf- 
bevedrf- 



iffJa strategy tome game- 
On the whole an average 
conversion of a gem* that 
had limited appeal In the 




#2z£S 



mora is a catchy 
tune thai glees a faaim^ 
of urgency but it's a 
shame that it does not | 
play throughout tti 
game, at the poor andl 
repetitive sound affect 1 1 
make the game unin- 
teresting. The scrolling Is 
sUghtiy jerky, as I* tha] 
movement of the cherac- 



loos 



standing still and waving their 
arms They are saved by simply 
mowng tnio ihern. On freeing the 
first hostage, you are given the use 
of a rocket gun which is accessed 
by pressing ihe space bar. This 
weapon is used to destroy barrels 
in the road and the trash vans 
(worth 400 points) which the pris- 
oners have hijacked and are using 
,-igainst you Freeing another hos- 
tage avows the use of a tear-gas 
bomb launcher - accessed by 
pressing the space bar twice. If a 
hostage is acckJemaHy ahot, these 
extra weep ana are tost and can 
only be regained by saving more 



For a first Konami offer- 
ing It's a btt of a disap- 
pointment. The concept I 
la simp** - hurtle through 
a scrolling landscape. 
mfwoCfOntm OflMBCBapVa DVC*unQ J 



The second location is the city 
par* with grass lands, trees, fenc- 
ing and and narrow pathways. As 
wei as containing aft the danger* 
of the previous level, the park 
holds a new threat for the heroic 
pohceman Convicts have found 
their way into the city's drainage 
system and pop up from man-hole 
covers to take pot shots at him. 

The final location is the prison 
Itself, The prisoners are stifJ in 
occupation, only now in greater 
numbers The Warden lis situated 
at the very end ol this Havel, lied 1o 
a post in the middle of the exercise 
yard. He is saved by (he same 



On tha 
other hand, tha move- 
ment of the main charac- 
ter up and down the 
s cr een is quite smooth. 
Tha background settings, 
on the wttoia, ar* vary col- 
street scenery. The game 
seems to nnt on the 
amount of things on 
acre an rather than vena- 
tion and It does become 
monotonous blasting 
away at the same type of 
bed guys throughout. 
JAIL BREAK la an 
playable, but 
frustrating, game. 



method used for saving the other 
hostages, but to accidentally 
shoot rum causes a loss of one life 
and the repositioning of the police- 
man to hail-way along that loca- 
tion, When the Warden is once 
again safe m the hands of the law 
the program resets and you find 
yourself back at the start of rhe first 

!■> '■■».! 







on. I auppoii tt'i 
Just a very colourful I 
GREEN BERET. The tree 

music isn't bad. but the' 
spaoch hasn't ha*n dona 
- R sounds Hite 
someone wtth a cold. The 
whole game has that 
Walt, It's okay ■ leaf about 
ft I enjoyed JAIL BREAK 
to a certain extent but that 
fading didn't lest too 

long 



captives. The weapons made 
available to you and the number of 
lives left are shown at the bottom 
left and nght of the screen respec- 

The action takes piece over five 
different settings. The first of these 
places the cop deep within the crty 
str ee ts against a background of 
buttings. Hera, aa wei as freei ng 
tha many hostages, ha must shoot 
or avoid the oncoming prisoners. 
Towards Ihe end of this location 
stationary pnsoners with machine 
guns enter the (ray. Shooting 



Nice loadmg screen. *«npte straightforward instructions, 

GRAPHICS 70% 

Colourful background scenery ,but jerky characters and scrolling 

SOUND 71% 

Catchy title tune, marred by poor unimaginative sound effects 
throughout. 

PLAYABILITY 60% 

Starts off nghi in the midst ol the action and becomes very drfipult. 

ADDICTIVE QUALITIES 6B% 

Frustrattngly repetitive throughout the frve levess, 

VALUE FOR MONEY «2*/« 

Overpriced for such a simply conceived game 

OVERALL. 6S% 

A plain, urwnaginatrva. shoot "em up. 
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DANDY 



Electric Dreams, £7.95 cass, £14.95 
disk, joystick and keys 



Following the release of 
G$umtet. two player roie-ptey- 
mg games seem 10 bo all the rage 
This time, Electric Dreamt have 
come up with Dandy - their varia- 
tion of the dungeon adventure 
theme A imie known tact is that 
Dandy was actually the very first 
game of ihis type Originally writ- 
len some years ago, it inspired the 
arcade Gauntlet and all the con- 
versions that were to follow. 
Therefore, shouldn't Gsunmt be 
called a Dandy-dorm"*. 

Dandy has two main characters. 



Food automatically increases 
energy by fifty point s , treasure can 
be exchanged tor len energy 
points and speite can be cast ran- 
domly The function of a spell is to 
either hill, paralyse or disorientate 
the oncoming enemy. Objects 
picked up and remaining energy 
are indicated below their respec- 
tive icons ail he base oi the screen 
Care must be taken not to shoot 
any of the collectable items, espe- 
cially the keys, for they are then 
lost forever - possibly making the 
completion ol a level impossible. 



ttn. 



Electric Dreams se e m to 
have dropped several 
danger* after TEMPEST 
- and DANDY la yet 
another one. Even at a 
budget price DANOV 
would be hard to accept, J 
poorly defined 
defined graphics t 
fact that it's written Inl 
compiled BASIC all go 1 
towards making this only 
sNghtty batter than 
STORM. Overall, mis is 
yet another program that 
should not have 
released. Let's hope Elec- 
tric Dreams can do better 
In future. 



s*S \ 



lifts shut, preventing them from 
reappearing on that particular 
screen Your character can tele- 
port via The Transporter pads (a 
black disc within a square) thus 
gaining access to totally enclosed 
rooms, 

A clue is awarded when al' the 
treasure has been collected, and 
the trap door IsarJng to lower dun- 
geona found. When sufficient 
clues are obtained the Dandy rid- 
dle can be solved and the game 
completed. 





DANDY is a vary poor] 
attempt at ■ GAUNTLET 
variant with its play ability, 
graphics and sound I 
nowhere near the defini- 
tive standard. The I 
graphics are Ili-delined 
and extremely larky, with 
the main characters, and 
the opposition, often | 
merging Into an indistin- 
gureheble mesa, mostly 
because of the tack of 
colour. The sound is of a 
similar poor standard, 
being limited to a few 
bleeps and bangs. 
DANDY leaves a lot to be 
de si red and Is totafy 
uninspiring, 



At first »»ght, 1 thought I 
DANDY could be a passa- 
ble version of the type of 
game we have all grown 
to know and love over the I 
peat few month* 

r. the further I got alio I 
rt. the more t realised 
maybe this ian't such a I 
good buy after all. The 
updating of the screens' 
really annoyed me. Every 
time e character goes to 
the end of a screen the 
next one is set up block 
by block: doing this over 
end over again i 
very ki fia ta tg a 
the whole feel of the 
game. Pass on this one. 

The enemy comas In three 
forms Spiders are the easiest to 
destroy, with a single shot taking 
care of them. Ghosfiy Monks and 
Demon Heads are a little more 
resilient, taking five direct hrts 
before they ere eliminated Demon 
heads appear from the dungeon 
wans and follow the characters 
everywhere, while monks an 



PRESENTATION 38% 

Poor instruction leaves the player confused at f#sl- 

ORAPHICS 41 °/o 

Jorky and ill defined characters, wrth poor colour, 

SOUND 19% 

Limited to bleeps and bangs 

F»L AY ABILITY 70% 

Simple to play , . . 

ADDICTIVE QUALITIES S6% 

. . . but rapidly becomes tiresome 

VALUE FOR MONEY 3S°/o 

Well over -priced 

OVERALL 39% 

An amateurish attempt at an ageing concept. 
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1942 



Elite. £9-95 cass, 
£14.95 disk 

Take to the skies m a World War 
n figntef and live out those 
thrlcifwod fantasies of a* combat. 
Elite s conversion of the Capcom 
coin-op arcade game. 1942. could 
turn yog into eft Air-Ace participat- 
ing m a mam moth South Pacrlic air 
battle. You take off from an aircraft 
carrier lying just outside enemy 
territory. The 633 Squadron' 
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Anyone who has s ain I 
arcade version of 1942 1 
ahouU already know that 
this game is tedious. The 
gameptey doe* have 
some eon of mindless 
aunt surrounding It which | 
may irrtecasl thosa who ' 
donl want to think about 
what they are playing, but 
for anyone who requires 
mom from a game, then 
there la very Irttte to keep 
them going. The pieyebH- 
rty was set at Just about 
tne right lev*! but marred 
by the m positioned -roH* 
key -me space bar would 
have been mora logical 
than the f3 key. The 
graphics ant not too bad, 
but they do jerk around a 
little. The impression 
given was that Eftte knew 
what this game was 
worth, and just didn't 
bother putting on the 
polish that their other 



theme tune rattles through your 
head as you fry off mio the great 
blue yonder - alone. 

You are attacked by wave after 
wave of enemy aircraft. The small 
enemy fighter planes in the first 
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wave lire single snots, but as you 
progress through the subsequent 
32 levels you encounter targer 
pianos with heavier firepower. The 
small enemy pianss are destroyed 
with a single hM from the nose- 
mounted rnachine gun. but their 
targer colleagues stay aloft until 
they've been Krl twice. 

Some enemy pilots cany power 
capsules as cargo. When a plane 
carrying a capsule is shot down, 
ine cargo is ejected - retrieve it 
and you upgrade your plane' ^ 
weaponry. To begin with single 
shots are fired, after collecting one 
capsule, tnpie guns are added to 
your plane. Two assistant' planes 
are earned when the next capsule 
is taken on board, these take up 
Support positions, flanking your 
fighter arid giving it antra protec- 
tion. 

Enemy attack formations 
change on subsequent levels, as 
does the mm of small and large 
enemy planes. Ftymg through the 
downwardly-scrolling seascape 




that occupies the right- hand two- 
thirds Of the screen, your skills as 
a pilot include the ability to exe- 
cute an aerobahc roll Press the 13 
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Thar* it nothing eye- 
catching about 1W2; with I 
bland, plain backgrounds 
often obscuring the] 
oncoming planet (which 
e#a annoying ty small). The | 
sound effects are of simi- 
lar standard, being I 
limited to the constant 
whirr of the engines and a | 
few bangs and crashes. 
On the pieyebilrty aide the 
game initially has • car - 
tain simplistic 
This soon 
monotonous however, as 
there Is very little need to 
change your tactical 
approach. I noticed very 
little change In the attack 
formations as the battle 
progressed - apart from 
the fact that they came in 
g re a ter numbers. A poor 
■hoot "am up that 
requires next to no 
thought, 
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1*42 left ma toiatfy untn 
spired - ft* a simply a ver- 
sion of Gelaxlans, with 
plan*! taking the place of 
the spaceships The 
action screen appears 
quite smal - neerty a third 
of the total screen is 
taken up with the Top Five 
scores; rt just doesn't 
look balanced. The 
graphic characters look 
and vary often 11 
become confuting 
trying to work out what I* 
going on. ft may be Ini- 
tially sppeeang, but it 
wont be long before the 
whole thing gets on your 
nerves Dike the irritating 
rendition of '633 Squad- 
ron'). Basically fl's 
nothing more than a tedi- 
ous shoot 'am up that 
isn't realty worth tan quid 
or anyone a money. 

key and the fighter gains tempor- 
ary mvinc<Hlity as it loops the loop 
Three acrobatic manoeuvres can 
be performed during each of the 



PRESENTATION 40% 

Adequate instructions but poor loading screen. 

GRAPHICS 30% 

SmaH uninteresting planes often obscured by scenery. 

SOUND 36% 

Title tune that becomes irksome and only meagre spot effects. 

PLAY ABILITY 66% 

Very simple concept therefore easy to play 

ADDICTIVE QUALITIES 42% 

Soon becomes monotonous due to Httie variation in gameplay . 

VALUal FOR MONEY 28% 

A game that doesn't offer enough to merit its price, 

OVERALL 35% 

Utile more than a repetitive shoot 'em up, 




Once ag&n, your country 
needs you. The enemy are 
coming by lend, air and sea. And 
guess who has to single-handedly 
bos this massive onslaught' 
Thai's right - you do! Naturally, the 
government has seen tit to provide 
you with the best in military 
hardware before sending you on 
this hazardous mission. The 
AWAt fighter plana is the Latest 
Ihtng in flying technology Gannon, 
a* to air missiles, aw to ground 
missiles , air to ship missiles, Rares 
and fluffy dice - it's got the lot 

After selecting one of fOU 
sons and the difficulty level, the 



Cascade describe ACE 
a flight simulator, but 
*arsion is anything but - it 
didn't coma together 
The graphics 
ware at best bland, and at 
worst confusing - and the 
sound left a lot to be 
desired. I am always very 
critical Of flight simula- 
tions, especially whan 
they are nothing mora 
than second rata shoot 
'em ups with a moving 
horizon. Be warned and 
take a long look at this 
game before buying. 

AWAT appears at the and ol the 
runway - all rawed up and ready 
(o go. So open up the throttle and 
get the speed up to 1 SO knots, pull 
back on the stick and pull up the 
undercarriage - next stop the 
battfefW 

The enemy's location can be 
found by caNng up and surveying 
the map - accessed via the M' 
key. Using (he compass, the 
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Well -it's not a fUght sim, I 
but at tha same lima it's! 
not a shoot 'em up. I think I 
I'd rather have one or the] 
Other, rather than thts sort 
of ' In bet w een 'effort. But 
I can certainty see that ft] 
would appeal to 

don't Ilka fuK-l 
flight sims and 
are looking for something ' 
•tightly different, 
this ia really a series of 

off, 

refuel m 
quite fun by 
but as far as I'm con- 
cerned, the whole thing 
doesn't reefy hang 
together. A case of fating 
between two stools, 1 
suppose 



AWAT is then steered towards the 
opposing forces. Depending on 
the mission selected, the object ive 
will either be ground targets, 
aeroplanes, ships, or a combina- 
tion of af three. When all three are 
encountered together, tha ground 
targets must be oestroyed before 
they overrun the AWATs bases. 
Following this, the enemy planes 
must be found and dealt wuh 
before the ship can fmalfy be 
destroyed. The enemy aircraft 
come m two varieties: the defla 
wing bombers, and ihe last and 
manoeuvrable fighter planes. 

When the mission has bean suc- 
cessfully completed, the ace pilot 
can steer for home to refuel his 
tighter for the next mission. Having 
returned to base, descending 
below 500 feet causes the runway 
to reappear on screen. The 
AWATs spaed must be reduced 
to under 200 knots, and the 
altitude gantry reduced until the 
plane touches down 

in -flight refuelling is another 
available option. To carry out this 
manoeuvre, rendezvous is made 
with a flying fuel tanker - the 
screen then switches to air-to-air 
letuaWng mode. The AWAT must 
be carefully aimed at the nozzle of 
the tanker , using flna adju s t m ents 
of speed, height and bank 

The enemy must be dealt with 
quick fy in order to stop them com- 
ptetety overrunning the country, 
including the AWATs bases. 
These bases must be protected. 
as re-arming is Impossible when 
they ate aW destroyed. The AWAT 
only has a limited amount of mis- 
siles When thts supply is 
exhausted, the fighter's Cannon is 
the onfy weapon which can be 
employed against the adva 
enemy, These are a poor substi- 
tute however, as it takes quite a 
few cannon hits to destroy any 



tergal 

When the AWAT makes its way 
to within range of the enemy 
forces, the radar Ihen becomes 3 
useful guide. Ground targets show 
upesdots.andplanesshowupas 
arrows (pointing up or down, 
depending on whether they ere 
above or below you) 

The AWAT can take Quite a bit of 
punishment from enemy missiles 
before it finally succumbs A warn- 
ing signal flashes on the instru- 
ment console when an enemy mis- 
sile is launched. The AWAT is 
equipped with a rear view camera, 
this can be used as an aid to eva- 
sive flight if the oncoming misses 
is launched from behind. The Ideal 
action in the event is to drop a 
Hare, this usually acts as a decoy 

to the heat-seeking mis^ilas As 

the plane sustains more damage, 
intricate systems (such as the 
camera and radar) cease to func- 
tion. Eventually, constant sus- 
tained damage takes Us loll and 
the plane is shot down. 

There is a two-player mode 
where one player flies the AWAT. 



end another takes care of the 
cmooq majsess- ei ma case. 
Player Two has separate controls, 
and can manoeuvre hia own sight 
independently of the plane's 
direction 

The object of the game Is to rack 
up points - by blowing up the 
enemy's weapons and repulsing 
the evil invaders 
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ACE I* a CurtOus mintural 
of a combat and a flight j 
simulation and ft has leftl 
me somewhat confused. [ 
What mrm we supposed lo| 
be doing - shooting 
enemy and Ignoring 



maybe we should 
flying so weN thai 
avoid the enemyl 
altogether? The graphics 
are reasonable, if a bit 
Jerky, and serve their pur- 
poee. ft didn't do anything 
forme. 



NTATION 72% 

Insufficient instructions, and a confusing on-screen display. 

GRAPHICS 59% 

Bland and very jerky. 

SOUND 41% 

Usual white noise *rcreft effects, 

PLAYABILITY 56% 

Not bad. but sever a l flaws render the game imtatmg 

ADDICTIVE QUALITIES 50% 

It you persevere if may be worth the effon, 

VALUE FOR MONEY 64% 

Too pricey (or what it really offers. 



A theorelicalfy interesting mixture of flight and combat that 
doesn't realty come off 
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Electric Dreams, £9.99 cass, £14.99 
disk, joystick and/or keys 



The number of locations in a 
game has always been a good 
wing point - most cassette inlays 
end up plastered with headlines 
such as 'Over two hundred loca- 
tions. 1 '. Any avid game mapper just 
can't resist a template like that 
So. |usl what are they going to 
trunk of The Ram Jam Corpora- 
tions s latest Creation, Explorer. 
which claims to contain the largest 
mappabte area aver seen IT 
doesn't |us1 have a meagre few 
thousand locations, or the pit- 
fence of the odd million - Explorer 
claims to possess 40 billion loca- 
tions' Actually, location' is proba- 
bly not quite the correct term - the 



locate every fragment imtvidually 
and re-assemble the cruiser 
before the energy level is 
exhausted 

There are two ways in which the 
game can begin, depending on 
where the craft crashes. Crashing 
on rough terrain, such as the laps 
of trees or in a lake, results in your 
being asked to input a location to 
which you can be transported in 
safety. As there are so many 
places to go you can input any- 
thing - there's a local ton far nearly 
everything - your name, the name 
ol the cat, magazines The 
second means of landing is to find 
a safe place, land there, and begin 
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exPLOfiER works much 
better In theory than It 
does in practice. The 
playing area is mo big that 
it may lake ages to solve 
hut until than there Is 
nothing to keep ma prog- 
raising further into the 
plot The graphics were 
fairly weJ I de si g ned if a lit- 
tle contusing, and it was a 
great pity that there Is no 
sound to speak of. Not a 
game I c euld play for very 



truth of the matter is that a player 
can stand in any one ol billions of 
places. What we really have is a 
game with an incredible number of 
views' 

The action takes place on an 
Emerald planet which resides 
some ihirty oilfton light years from 
the nearest crwitseiion Your inter- 
state/ space cruiser has crashed 
onto the pianet and smashed into 
mr>e fragments, which are now 
scattered somewhere wtthin the 
b iHo n i , of settings The only way 
to escape from the planet is to 
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to explore immediately There are 
a number instruments which have 
survived the crash, the most 
important of these being the 
object sonar which can be acces- 
sed at any point during the game. 
issues a statement giving 
details of the bearing of the the 
object m degrees and the distance 
you are from it. With billions of 
places to visit, the fragments 
aren't all going to be within waking 
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I must be honest and say 
that although EXPLORER 
has some great features, 
such as the number of 
locations and the naviga- 
tional system, I found It 
very confusing to actually 
interpret what was going 
on. Yes, it does have bit)- 
ions of locations but they 
didn't work very well in 
the context - and the 
graphics were a bit sub- 
standard for my liking. 
Overall, it's left me a bit 
disappointed. I can see 
the attraction but rt's not 
one for me* 
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Having billions of I 
tions within a game 
appears amazing 
they're all there (I haven't 
had time to count every 
one]. However, with that 
number of places to visit. 
It's quite obvious that 
something has to suffer. 
Unfortunately In this case 
it's the actual gameplay. 
The tasks become very 
repetitive and tiro so me - 
especially when search- 
ing for a fragment of your 
ship. Vou head off in one 
direction, following the 
co-ordinates given by the 
scanner, you land again 
and it gives more direc- 
tions. Eventually after 
much buzzing around you 
might get somewhere, 
but more often than not I 
ended up getting lost and 
very confused. The 
graphics arenl anything 
special and most of them 
are assembled from line 
drawings with blocks of 
pastel colours behind 
them - ourte uninterest- 
ing. Even so the game 
held some kind of fasci- 
nation for me - even if It 
was only because of the 
sues - but dont expect to 
be fanatically gnpped by 
it. It's just not one of those 
games. 
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distance To overcome this, you 
can lake to the air {with the aid of 
the jet pack) and fty a considerable 
distance before resuming the 
search. Movement between 
po.nts on the ground is also quite 
straightforward Standing at any 
one point, you are able to swing 
around 360 degrees The direction 
in which you are facing is illus- 
trated by the .compass at the top 
right of the screen Using this to 
select the heading m which you 
wish to move, you set off. 

II you understand I he naviga- 
tional theory of tnanguiation rt 
might (usl be worth your while 
planting a few signal beacons 
These give you co-ordinates to 
help plot your present position. 

Strange occurences take place 
on the Emerald planet, One of the 
weirdest of these phenomena art 
the strange swirling patches of 
colour which occasionally appear. 
These are in fact doorways, which 
tempt you to enter. On entering the 
doorway you input the desired 
destination, using a similar 
method to that employed during 
the cash routine at the beginning. 

The only opposition that faces 
an explorer are the robotic bugs 
which flit around. It's a kill to sur- 
vive situation, and the only way to 
come out on top here is to blast 
them with your laser pulse gun. 

The completion of the game 
depends on your navigational 
skills, and your patience to deal 
with ail those locations, 



PRESENTATION 56% 

Reasonable inlay Out not informative enough for this type of mtn- 
cate game 

GRAPHICS sa°/» 

. individually good, but as (here is so much it becomes repetitive 

' SOUND 0% 

None. 

PLAYABILITY «OVo 

Mot that difficult to play when mastered 

ADDICTIVE QUALITIES SO% 

It's not realty fascinating enough to become compulsive, 



The billions of locations may justify the price, but the game cer- 
tainty doesn't 

OVERALL 54% 

An interesting project that hasn't really been exploited to the tut, 






THE VIKINGS 



Kele Line, £9.95 cass, joystick or 
keys 



' M 



Scandinavian based company. 
Kote Una, kick off the* first 
batch of UK releases with their 
ciose-tb- home subject ol the Vik- 
ings - featuring a rotund Vitaing by 
the name of Erik. Enk enjoys 
nothing more than a b<t of good 
eta-fashioned marauding. When 
he gets wind of a fortune stashed 
away m a castle on Death island, a 
nearby chain of two islands, he 
decides that it's about time he 
earned himself some dosh. 

The player takes the rota of Erik . 
whose adventure begins on the 
most southerly of the two islands 
The inhabitants era an unfriendly 
tot. who aren't too keen on the idea 
Of Erik popping in to pillage their 
settlement Soas soon as Erik ism 
view, they bean hurting spears at 
him. Being hit by a spear results in 
Erik's energy bar drooping Slightiy 

- eventually costing him one of his 
five lives. 

To protect himself, Enk must 
locate a magical spear, Ftndmg 
this provides him with a continual 
Supply of spears to hurt back at 
the opposition. Also concealed 
somewhere on the island is a 
sh i eld , When found and p*eked up, 
this provides Erik with a bit mora 
protection - when he's carrying 
this the enemy spears lose some 
of the* destructive powers. 

Now, safety protected, Erik 
must scout off m search of a ladder 

- which comes into play when a 
flaming torch is found With ihe 
flaming torch added to Ns 
armoury Enk can bum down the 
vflagers' huts. Under one ol these 
huts lies a ship's mast and an oar, 
Having collected both of these. 



Erik can head for the beach, climb 
in a boat and 1*9 to the second 
(aland 

The castle, wherein lies the trea- 
sure, is located on this island. 
However, there is a strong wall 
around the landing area, and the 
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For • first UK release. 
offering from Kele Line is 

weak. The Hrst I 
that hits you hi 

very Important - 
unfortunately the title I 
screen is IrttJe more dun 
a mas* of colour. There Is 
also something strange 
about the tun*- Though It 
Is rather good. « doesn't 
begin until the game is 
being played - the thie 

Is left in deathly 
il The action isn't 
partleuierh/ innovative 
but it's fun to begin with. 
Once you've sorted out 
which objects do what 
there's very Rttte to actu- 
ary come back to. The 
graphic* ar e eb it fat, but 
they ace* rather nicely. 
Unfortunately, the scrol- 
ling of the Screen also 
affects the status Una so 
thai It wobble* about 
white Enk Is moving - 
which can get very irritat- 
ing. Aa * fui price game it 
do sent realty stand up, 
let's hope that their next 
game I* an improvement 
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treasure can onfy be taken when 
Ihe wall has been demolished. 
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I know one thing that ' 
INGS definitely is. 
that'* fun. It all revolve* I 
around solving puzzles. 
buUdmg a ship and beat- 
ing up the bad guy, but I 
al*o found lots of plea- 
sure from killing the pees- 
ants and burning down 
their huts. After ait that's 
what vikings do best? The 
tune, although quite 
good, suddenly cuts In 
when play commence*, 
and would have been 
more at home on the poor 
leading screen. The 
screen lay- out* are col- 
ourful and wel designed 
but the graphic* are 
rather blacky and tend to 
|ork a lot. I've found that a 
gam* with optional mind- 
leea violence always goes 
down wed -tt did wtthiw. 



Dfaatiiaj Vtrougft trn- am r*v**ai 
another open plain covered with 
even more objects in 
use to break info the castle. Urrtnr - 
tunatery, the VWngson this island 
are twice as rough. I wice as tough, 
and cany twice as many spears 
which they throw twice as last - 
■gal 



tf rt 



VIKINGS ht 
what Rarnbo should hav* 
been. The graphics *r* 
tatrty well designed (if a 
Irttl* jerky) and the game 
tun* i* * *ttf* repetitive, 
but the gam* is great 
Puzzles have to he 
thought out In a logical 
but they do not 
the mai n 1 
of running 
around performing mind- 
le*s vet* of v io le nc e on 
An above 
gam* - if e Irttl* 
over-priced. 



Rather garish title screen 

GRAPHICS 60% 

A bit blocky but qener elty sufficient . 

SOUND 78% 

A great tune plays throughout the game. 

PLAYABILITY 66% 

A strnpie Concept 



. which soon becomes repetitive 

VALUE FOR MONEY 6S% 

Over the odds tor a basic run around game. 

OVERALL 60% 

A simple game that does i.rtie to ins***. 
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Accolade, £9.95 cass, C13.95 
joystick or keys 



Possibly without the 
impact as American Football. 
Baseball «s another attempt to Foist 
an all American sport on rhe 
unsuspecting Brrls 

Hardball consists of a series of 
inrwngs One team fields (or 
pitches) the other team bats, There 
are (our bases. To score a point, a 
batsman must get found all four 
bases He can stop at any base, 
and then try to get further round 
when another batsman hits the 
bail A batsman is out if the be* is 
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I must admit to being 
Baseball fen and navel 
waited a long time for this 
conversion to arrive - it 
was well worth the waif. 
The graphics are very 
realistic, even ill the field- 1 
ing screen is a little bland. 

The different forms of] 
pitching are excellently 
reproduced wtth the diffi- 
culty of hitting the ball 
being eat according t o the 

r» Of prtch. Even if you 
t like Baseball on the 
television you may still 
Hfce HARDBALL - SO tike 
a look. 

caught, or he runs to a base and 
the basemen gets the ball before 
the batsman reaches it . 

A batsman i& also out when he 
receives three strikes . When a ball 
13 pitched rt is judged by the 
umpire to be a ball, or a stnke. A 
stnke occurs it the ball goes past 
the batsman between his knee and 
armpit, or rf the batter swings at it. 
If a batsman is awarded four ba lis 
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This game has gradually 
grown on me. At first I 
thought it was just too 
tough and it wasnt until 
my third game that I 
scored ■ run! But once 
you've mastered toning 
the bah, it's really a good 
game and a fine simula- 
tion. The animation on the 
pitching screen is wall 1 
done. The only slightly 
tacky bit is the fielding 
screen which lacks col- 
our and graphic detail. At 
alt points in the game 
there are lots of decisions 
to make alt adding to the 
atmosphere of a highly 
detailed simulation - 
even down to giving the 
batting averages! This la 
the best baseball simula- 
tion to date, but it still 
wont make me a fan of 
this boring sport. 
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It you can imagine I 
WORLD SERIES 

BASEBALL wtth a bit 
more realism then you've 
got this -and I like It. The 
pitching screen, from thai 
point ot view of graphics I 
and payability, is very I 
wall done - with good use I 
of colour and possesses | 
all the necessary informa- 
tion for continual under- 
standing of what is going 
on Unfortunately the 
Inlay Instructions are ■ bit 
loo much to take in all at 
once- however, with a bit 
of experimentation it 
wasn't long before I got t o 
gripe wtth it. Baseball is a 
sport that ap pears to go 
down well on computer 
and HARDBALL is 
worth checking put. 
if it is only for a taste Of 
something different. 

before three strikes, he can walk 
to the first base. 

The game consists of three 
screens, the prtcher screen, the 
fielding screen and the team 
screen The team screen shows 
the nine players currently on the 
field. Should you wish to make a 
substitution, a further list of IS 
players will be shown, You must 
be careful to CbOOSe the correct 
man for that position - it's no good 
getting a second oase man to 
pitch the ball. 

The prtcher is the most kmpor- 



tant position as far as the fielding 
team goes. Each pitcher has at his 
command up to seven different 
types of pitch including a sinker, 
swerve ball, outside ball, fastball, 
really fastball, change up or screw- 
ball. When you tmng on a new 
prtcrter you will be presented with 
a new menu of to choose from. 
Pitchers gradually become tired, 
especially if they keep pitching 
fas l balls, so it is a good idea to 
bnng on a sub when the ball is 
being struck frequently by the 
bi te wwti 

Once a player has been substi- 
tuted, he can't be brought back 
on, The pitching screen shows the 
pitcher on the mound, the 
batsman and the catcher, The 
pitcher chooses the type of ball he 
will pitch and then gets a further 
choice of where he wants to aim 
the bail, Ail the batsman has to do 



is time his swing, and choose 
whether to swing high, low, left or 
right He can also decide to bunt - 
block the ban with the bat and then 
run, or instruct any men on the 
bases to try to "steal a base" by 
running irj the next base regard- 
less of what the batsman does. 

If the batsman connects, the 
screen changes to a plan view o! 
the pitch The prtcher controls (he 
fielders as they scamper around 
and try lo catch the ball end return 
it as quickly as possible to e base. 
The batsman controls the running 
between bases. 

When three batsman are out, 
the innings is Over. When both 
sides have had nine innings the 
game is over unless the game is 
drawn, at which rt continues until 
one team wins. The game can be 
played against the computer or 
another person. 



PRESENTATION 82% 

Lota of good instructions on and off screen. 

GRAPHICS 79% 

Ranging from good to pretty awful. 

SOUND 35% 

Usual QMsbat) type effects 

PL AY ABILITY 78% 

Somewhat difficult lo begin with . , , 

ADDICTIVE QUALITIES 75% 

but with a bit of determination you"H soon be making home 
runs. 

VALUE FOR MONEY 74% 

Too expensive for just ' curious ' buyers, 

OVERALL rev* 

A pretty competent Baseball game conversion 
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Software Projects, £3.95 cass, 
£14.95 disk, joystick and keys 
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Long ago, in an age of chivalrous 
deeds and mystical powers 
there existed a peaceful kingdom 
ruled by the good King A&theired- 
For all the fewata and treasures in 
the land the most precious thing, 
by (a*, was the kings own daugh- 
ter, me beautiful Princess Daphne 
Than one day there came into 
Aetheired's kingdom an evil dra- 
gon named Singe, ruler of a dark, 
mis-begotten land. Singe 
demanded the nght to rule the 
land. When Aethetred refused to 
hand over his kingdom. Singe Kid- 
napped and imprisoned Daphne in 
a crystal sphere deep within the 
bowels of his enchanted domain - 
threatening to kill her unless his 
terms were met. Only one man 
could save ^te Prince ss -Daring 
Dirk, the KJngTs champion and 
bravest of Kroghtv 

Dirk must face seven perilous 
locations befo re he encounters 
Singe himseft. and earns the 
chance to free the princess. 

THE FALUNG DISK 
Dirk must carefully manoeuvre 
along a lowered drawbridge 
before leapmg onto a targe disc 
suspended over a deep shaft 
Once safety aboard, he faces the 
Blow Gemes which appear one at 
a time — just off the disk and from 
any direction. The only way Dirk 
can save twnseif rrom plummeting 
into the depths below, is by stand- 
ing in the centre ot the disk and 
running into the wind produced by 
the Geras, After withstand*^ a 
random number of GentoS, 
another drawbridge appears to the 
left of the screen Dirt most quickly 
leap onto this before progressing 
to the next location 

SKULL HALLWAY 
An enlarged Dirk finds himself in 
the foreground Of a long corridor 
Using careful timing, nimble leap- 
ing (sxleways. back and forth) and 
ntfiy swordplay. he must fight off or 
ovoid snapping skulls, clutching 
skeletal hands, gruesome goo and 
clouds of bets. He then exits via 
the last door on the right. 

THE BURNING ROPES 
There is no turning back for Dirt 
now. as he leaps and swings on 
ropes from platform to platform in 
an attempt to escape from roaring 
names. As he reaches the end of 
the first of three tiers, a lift lakes 
him upwards and a t imefy jump is 
required to place him safely at the 
start of the second. He must work 
his way to the hft at the tar end, and 
then upwards to the final tier. Once 
more swinging ropes are to be 
negotiated before he makes a 
quick exit to next location, 

THE WEAPONS ROOM 
Entering the armoury, Dirk stands 
flanked by two day golems. Using 
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his sword he must fight off 
enchanted weapons that fly at him 
from every angie. as he leaps from 
left to nght in a d esp erate attempt 
to prevent the wafls from closing in. 

RAMPS AND GIDDY GOONS 

Here our hero faces a senes of nine 
treacherous icy ramps which must 
be leapt across in sequence. 
Positioned on some are the fierce 
Giddy Goons, which must be dis- 
posed of before it is possible to 
jump lo the next. Once a ramp is 
left it quickly vanishes, making 
retreat Impossible 

THE TENTACLE ROOM 

Dodging In all directions and using 
swift swordplay, Dirt must avoid 
and/or destroy the many slithery 
tentactes that emanate from the 
floor and ceiling, before finally 
making his exit through the door at 
the back 



DRAGON S LAJH I* a let of 
fun to play. Unfortunately 
the level c4 difficulty hi 
somewhat erratic, with 
some locations (Sfcu* HaM 
for Instance) being 
to 



pose no problems at aH. 
Or e p h fca ly the game afao 
varies from dungeon to 
dungeon. Dirt makes 
swift smooth movements 
on some, while on others 
he is slow and very Jerky - 
especially In the checker- 
board and final screens. 
The sound en the other 
hand Is very good indeed 
with ntce effects through- 
out, end eeeh location 
having a different tune, 
Overall a great game - 
marred only by a few 
difficult 
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DRAGON'S l_AIR ha* to 
be one of the hardest 
owim I have ever played, 
but at the seme time it 4 ! 
one of the most enjoy- 
able. The only screen 
which all of us had prob- 
lems with was the Skull 
Hallway, This tended to be 
difficult in the extreme, 
but once past rt. the game ' 
la great fun again. Rnatty, 
killing the dragon Is a 
great relief - but be 
warned, even If you mas- 
ter the game you'll be 
coming back to it time 
and again. The graphics 
could have been 
Improved on certain 
screens, but they move 
well - If a little jerkily. A 
great same which should 
never ftB* to be addictive. 



THE SECOND DISC 
Entering from the nght and leaving 
from the left. Dirk finds this faHing 
disk very much the same as the 
first -except that the Gerties blow- 
ing power seems to have depleted. 
Dirk must beware not to overshoot 
his run into the wind, 

THE DEADLY CHECKERBOARD 

Aethetred's champion comes face 
lo face with Singes champion (a 
black knight) in large room with a 
checkerboard floor. The phantom 
black knight appears for a short 
time, during which he sends elec- 
tric shocks along the grids then 
quickly vanishes - Only to appear 
on another square. Dirt must avoid 
the shocks and cut do wn the phan- 
tom with one blow of his sword, at 
which point the gale at the far end 
of the room opens up, 

SLAYING THE DRAGON 
As Dirk enters the final screen he 
encounters the looming figure of 
Singe guarding the imprisoned 
Daphne, who is precariously 
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The screen lights up as C 

- /»s the /ma( Wow of the 
game, piercing the bt 
Singe's heart with the magic 
sword. 



Dirk fm. 

the tarsals, in Skull Halfway. 
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DRAGON'S LAIR'S pre- 
sentation la brilliant Th* I 
title screen |a great P*c-| 
tun of th* Singe's caetta [ 
with accompanying tuna) 
works wy wall indeed, 
and Mta the scene for th* 
raat of th* gam*. Th* 
graphics vary slightly, but 
there'* no raal problem In 
that department. Though 

gam* verges on 
frustrating several ttrtwi, 
I can imagine soma 
people becoming 

annoyed, because If you 
can't gat past a certain 
■crean it tends to ru In th* 
Fast of th* game. Maybe 
th* inclusion of an option 
to load the levels sepa- 
rately would have been 
nice. I f eft that DRAGON'S 
LAIR lacked in consis- 
tency, with the difficulty 
varying greeny from 
screen to screen. Hope- 
fully the mistakes that 
occurred here will not 
happen again m the follow 
up. I do Ilka it though. 



placed on a high ledge. Before 
they can be happfly reunited. Dirk 
must negotiate the narrow pre- 
cipice which toads tO a magic 
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sword, whilst dodging Singe's fire- 
balls. A bush blocks his path 
Standing next to this, Drk entices 
Singe to breathe life at him. When 
the mighty dragon obliges. Dak 
quickly teapsasKte and the bush is 
burnl away, enabling htm to pro- 
ceed 10 the sword Once thrs rs 
obtained, he can leap af Singe 
from a wooden platform pfartgtng 
the sword into hrs evi heart. The 
screen flashes and Dirk Ihen 
bounds across the slain corpse to 
the awauling Daphne, 

Dirk starts the adventure with five 
lives, more are earned as each 
dungeon *s successfully con- 
quered- Points are awarded each 
lime Dirk destroys or avoids a foe, 
and also on the completion of a 
location, 

Throughout the game all leaps 
and movements are accessed by 
moving the joystick in the approp- 
riate direction Pressing the hre 
button produces the sword, 
except on screens where the 
sword is unnecessary - in this 
the fire button produces a 




jumping, action , On the Ramps and 
Giddy Goon screen, leaping from 
ramp to ramp is achieved via use 
of ihe space bar. 

When daeth occurs, the reincar- 
nation screen appears. This first 
shows Oak crumbling into a pile of 
bones, then magically being 
reformed. The number of lives left 
and the current score is shown at 
the top of the screen. 





PRESENTATION 80 <K 

Well packaged, superb opening sequence 

GRAPHICS 79% 

generally good. 

SOUND 86% 

Tunes on every level, nnd mce effects 

PLAYABILITV 74% 

Inconsist' mg nq from easy to near impossible. 

ADDICTIVE QUALITIES 85% 

A gafna md ly aalufnad 1 

VALUE FOR MONEY 07% 

OVERALL 69% 

An ti i citing and enthralling challenge. 
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WRAP UP YOUR 



I 



AMSTRADS IN A NICE COSY 





COVER AS A TREAT! 



Let's face ii, out Amstrad machines arc delicate things, 
thev must be treated with the same love and affection as 
\mj would treat your nearest and dearest, he it your wife, 
pel Beagle — whatever Then perhaps thev deserve even 
more attention! So we nice people here at AtoTIX! Towers 
have come up an utterly hrtlliam solution — why not cover 
them up with a set of warm AMT1X! dustcovers. 



,. m . wr « . r ■s^affi'Sh 
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NAME ..... 
AJO0KSSS 



...POSTCOOfc 



t,, •■.*"*■ 



I 



AMTIX! have produced a unique dust cover, of the high- 
est quality material, in a suhtle shade of grev wnh black 
double stitching and eniMa/ened with the new. AM E IX' 
logo for the prWN25n and PCWH512 machine*, the 
CPC464, CPC664. and CPC6128 microi wnh cither 
(Teen screen or colour monitors — as well as for the new 
IBM clone, the PC 1512. The covers for the Joyce machines 
come in three parts, one for the monitor, one for the 
keyboard, and one to keep your printer clean, while tbou 
for the other micros are nifty looking two piece outfits 
Thev .ire totally resilient lo dust, liquids and all sorts ol 
household nasties 
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All the covers are exclusively available through AMTIX! 
mail order. 

We are so sure that they won't rip, split or tear we're 
giving a TWO YEAR GUARANTlih with them. You will 
be a tool if you don't take advantage of this amazing of let 
Make your cheques or poslal orders payable to Newsrtcld 
Limited. We arc convinced these covers are a major con 
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i inhution to Amstrad safely, and what's more they will stop 
' vour micros getting frostbit cf 

I 
I 









"■" 



^RE^VJEWS* 



XEVIOUS 



US Gold, £9.95 cass, 
joystick and keys 



AnoiNjf month means another 
som-op conversion from US 
Gold, This lime it's Alan's Xevious 
- a vertically scrolling shoot em 
up. Flying a tone fighter above a 
large fores! landscape, ihe player 
takes on an endless stream of alien 
craft The fighier must also be used 
to destroy the enemy's ground 



/9Q&S 



Grsphkcalr* XEVIOUS is a 
disappointment, y^tti 

slow icrotkig 

backgrounds and bJocky 
atari craft The sup- 
po sa dry spinning mirrors 
seem to nap mora than 
spin, and their dull grey 
colouring makes them 
look nothing ilk* mirrors 
at al. WHh tlmpfe gamep- 
lay it becomes very tedi- 
ous and Just a matter of 
routine, not even slightly 
taxing. Basically a fun 
shoot 'am up at first, 
which eventually 

becomes very boring. 



installations which it passes over 
throughout the bailie. The alien 
fighters appear from the top of the 
screen and attempt lo shoot or col- 
lide with the fighter - either evenl u- 
alJty results m the toss ot one ot five 



& 



(Irn 



Thai is not the best con- 
version to the AmstTBd. 
but it's not as bed as rt 
might have been. The 
■Cbon is tar from fast on 
fhe drat levsU and eases 
the player gently into the 
game - without being bor- 
ing. The graphics are of 
varying quality, from the 
badly defined first wave 
of aliens to the nof-eo- 

Sr*at ground graphics 
irthet into the game. I 
enjoyed XEVIOUS for a 
while and will probably 
play rl a few times in the 
future, but it stilt doesn't 
warrant Its asking price. 



The fighter is armed with an unh 
miied supply Of air-to-air mi flgflafl 
and bombs. Mtssi'es are launched 
by pressing the fire button and are 
used to destroy enemy craft, while 
ground installations can be 
bombed for extra points (a cross- 
hair is provided for complete accu- 
racy) Most ground targets are 
harmless and offer no resistance 
to aerial assault, but a tew launch 
ground-to-air missiles which have 
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XEVIOUS Isn't a travesty | 
but It isn't much good 
either, ft's just another 
'Shpot the de»c*ndlng 
aliens' type game, that 
doesn't hold much appeal 
for roe, The graphic* arS ■ 
bit of a disappointment - 
all a bit b»g and biocky H's 
enjoyable for a while, but 
at the asking price it realty 
isn't sufficient to qualify 
as a decent conversion. 



PRESENTATION 4S% 

Insufficient instructions giving no information on attack 1 

GRAPHICS 64% 

Btocky unexciting graphics thai scroll siowty 

sound *ta% 

Simple spot effects ihat add no atmosphere 

PLAYABILITY Q6% 

Annoying tendency to return you to the start of each section when 
you die. 

ADDICTIVE QUALITIES ST*/o 

A simple snool 'em up mal only a die-hard fan wiR return to. 

VALUE FOR MONEY 46% 

A bit much to pay for an uninspiring game with a licence stuck on it. 

OVERALL 46% 

A bland, unexciting, basic shoot *em up - again 
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THE GREAT 



Ocean, £8,95 cass, joystick or keys 



Okay chaps, it's all up to you I 
know we're all n a bd of a 
spot, locked up in this POW camp. 
but England expects every man to 
do h*sbrt and ail lhal. You've got to 
tty to escape from ihis high sec- 
urity compound and get back to 



bbghty. 
The** 



key to a successful escape 
■9 to team me drill. Wju chaps mil 
just have to knuckle under for a day 
or two and team the ropes, h you 
leave your joysticks alone, your 
character straws around the place 
following the daily routine and the 
orders of the guards. 

After doing thai forabrt. you can 
Start to plan your escape. Many 
men have tned lo escape before, 
and there are a number of tunnels 
dug under the wire. Obviously it's 
going lo be dark down there, so 



TtfV 



THE GREAT ESCAPE It 
well thought out and 
addictive game, but the 
prese nt ation on the 
Amstrad vend-on is awful. 
The game plays slug- 
gishly and the screen 
tehee a second to update 

It needs to scroH. 

programmers have 
id may could Just 
dump Spectrum coda to 
the Amatrad to save time, 
the quality of this sort of 
game has gone downhill. 
SfJf ttts game is tun to 
play, and the idea of 
finding a way out of the 
compound has been put 
together to great effect. 
Reety a good gems that 
should have been 

programmed 



M 
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Despite the very nasty 
ftickery graphics, there Is 
a rather good game lurk- 
ing here. A lot more might 
have been done with the 
sound end colour. The 
games the thing, though, 
and there Is bags of depth 
and plot. Escaping Is a 
real challenge, and there 
erealotrfrtttJeauh-plots, 
like getting the uniform 
and exploring the tunnels. 
I also like the way the 
whole game is controlled 
from joystick, despite the 
quite complex com- 
mends end manipulation 
of objects. 



make sure you've got a torch 
before you go down All of the tun- 
nels have something wrong with 
them and require some extra work 
before they can be used tor 
escape 

You can only carry two pieces Of 
escape equipment at a time. 
Unfortunately, to make a success- 
ful escape, you must be carrying 
papers and a compass, otherwise 
yov'H just get picked up by 'Jerry 
before you make it to the Swiss 
border. 

So whal you need for a success- 
ful escape is somewhere to slash 
the escape equipment where it 
won't be found, The most unpof- 
tanl indicator to watch is the 
morale indicator This is rep- 
resented by a flag on a pole. The 
higher up the pole, the better your 





the German guards wont throw 
you in the cooler. But. as soon as 
you miss roll cell, or a meal time, 
you are beyond the pale, and the 
guards will be after you. Certain 
parts of the place are also Verbo- 
ten", so watch out for the guards 
when you go exploring. 

Of i e character lo keep an aye on 
re the Camp Commandant. He's 
been known to search prisoners 
no matter where they are- And if 
you've got any contraband, he'll 
have you m solitary before you can 
say Geneva Convention. 

Morale gradually decreases as 
time passes. Being thrown into sol- 
itary loses loads of morale, which 
must be built back up agam by 
finding pieces of escape equip- 
ment and solving puzftes. Tho 
camp is tun of I raps, each has a 
solution, it's just a question of 
Indng M rttjW equipment 

Points are scored for collecting 
equipment, digging tunnels, open- 
ing doors, and above all, escaping. 
When the alarm goes off, any 
guard that is In a straight Nne from 
your man makes a bee— Tina for him 

and carries out an arrest. So if 
you're going to do anything rather 
dubious, stay out of sight of the 
guaffJe, 
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The initial impression this J 
gave me really put me off 
playing It any further. The 
action la So sluggish, and 
this, combined with the 
continual updating of the I 
screen. is extremely I 
irritating. In my view, this I 
kind of shoddy tr n pternen-l 
tation is so unnecessary,! 
ft would appear that its r 
fust been converted over 
with out any care or atten- 
tion - let alone any 
improve m ent. The game 
itself isn't a bad one but 
there's no escaping the 
fact (no pun intended] the 
majority of people 
ft going to feel let down 
by the overall impression 
of carelessness. Person- 
ally, I feel very annoyed 
that Air is trad owners 
have to be subjected to 
this continual ban-age of 
sub-standard Spectrum 
dumps. 



PRESENTATION 62% 
Reasonable on-screen display. 




Lack of colour, hideous jerky animation 

SOUND 23% 

Minimal sound effects. 

PLAYABILITY 49% 

Gamepiay marred by slow movements of main characters. 



It you can survive I he sluggishness meres a game there. 

VALUE FOR MONEY »-*% 

A mUdtOde effort I hat doesn't man! ilg price 

OVERALL 69% 

An enjoyable game but with too many fauns to make it a worth- 
while purchase. 
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ACRO JET 



Microprose, £9.95 cass, £14.95 disk, 
joystick or keys 



Ever wanted to be a stunt pilo!^ 
Well here's your chance, cour- 
tesy ol Mieroprose- Ihe simulator 
specialists. Up to now, the com- 
-. efforts have been confined 
to the Commodore, but at last - 
starting with AcrofGt - they've 
begun the process of convert mg 



flying a 'figure Of eight', r4ext is the 
Ribbon Cut where you use the 
plane lo break two ribbons sus- 
pended at 150 feet. After that 
comes the Inverted Ribbon Cut - 
the same stunt flown with the 
inverted. Event five is the 
Roft here two ribbons are 








their titles to the Ams trad, 

Acro/ef contains ten events 
which can be played by either one, 
two, three or four players, and 
these tftvotvo frying a BD5J Aerojet 
around the skies, through, under 
and over a series of obstacles. 
There is also a design-it yourself 
section, whe*e two or more oppo- 
nents can design courses and 
tasks for each other, and then 
fudge each others flying perfor- 
mances. 

The first event. The Pylon Race, 
involves racing around lour pylons 
as quickly as possible, and then 
executing a successful landing. 
Event two ts a Slalom race where 
the tame four pylons are involved, 
but this lime the exercise involves 
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ACRO JET is not what you 
call • ■imulator. It's a fun 
3D type game for those 
who enjoy using skill and 
lodgement. H could be 
deactlbSd « the HYPER 
SPORTS of the frying 
world. The graphics I 
tended to nicker slightly, 
for which there la nof 



d.s- 

ptay is rather simple. Evan 
so the game ra great fun 
to play. H might be one of 
those you wiU play only a 
few times ■ year but I stM 
think rfs one tor the cot- 
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bit 



Another simuuroon 
the market and I'm 
fad up with al of them. 
ACRO JET has a few good 
things going for it - it"* 
quit* playable, which gets 
K off on the right foot. The 
grap hi cs are sufficient, it 
a Wt jerky The first person 
perspective view Is useful 
aa you can actually relet* 
more to lh* direction in 
which you era travelling 
rather than from the stan- 
dard cockpit view. ACRO 
JET didn't keep ma 
enthralled - but rf you 
enjoy games of this 
nature take a look. 



suspended m a row - the atm is lo 
fly under one and then execute a 
complete roll before going under 
the neat ribbon That is folio wed 
by the Under Ribbon Race which 
is a slalom course where three rib- 
bons have (o be flown under m 
sequence. Event number seven is 
an Under Ribbon Loop the plane 
goes under the ribbon, performs a 
loop, passes over the ribbon 
inverted, and then descends the 
back hail of the loop to pass under 
the ribbon again. The next event 
prat boss Spot Landbajt iMttffta 
pilot flies up to 2 000 feel , and then 
lands on the njnwsty as dose as 
possible to a marked spot. This is 
followed by Flame-Out Landings, 
which is a similar stunt, performed 



without the use of engines Finally 
there's the fancy Cuban Eight 
which consists of a half- loop over 
one ribbon, lotlowed by a half-roll, 
and another hart -loop lo go under 
another ribbon before finally finish- 
ing with another half-roll to go 
under1hefirsthbbcnrjncernore.lt 
sounds very complicated, 

At lb© beginning, a pilot can 
decide on how severe the weather 
is going to be, and what perfor- 
mance he is likely to gel from his 
jet Sluggish performance is help- 
ful for beginners, but for the experi- 
enced pilot, real-time perfor- 
mance helps with some of the tric- 
kier stunts 

The screen gives a behind the 
plane' view of the Aero Jet. This 
shows the jet's bank and climb, as 
well as giving some indication of 
height by use of a shadow. The 
view can be switched lo the sides 
or the rear - useful for lining up the 
fet with the runway, or for checking 
that an obstacle has been passed 

An instrument panel below the 
main view contains a senes of 
read-outs. A compass gives your 
head ing while an altimeter and ver- 
tical velocity indicator indicate 
height and show whether the jet is 
going up or down . A display shows 
the event which Ihe |et is perform- 
ing and reveals the obstacles to be 
negotiated and the jets position. 
An artificial horizon gives Ihe pilot 
an idea of his attitude, and indi- 
cators monitor the status of wheel 



brakes , air brakes and the under- 
carriage as weiet revealing the 
amount of flaps m use, 

The thratte has sortings bet- 
ween 55 and 110 per cent thrust. 
Engine power above 95 per cent 
causes the engine to overheat The 
engines fan if they run above 650 
degrees for too long, or break 
down immediately rf the tempera- 
ture rises above 700 degree*. 



/OSS 



H all looks very simple on 
the Instruction sheet - 
just fry in end out of things 
and around posts. WeH I 
found It vary difficult 
Indeed with a lot of prac- 
leded just to fty the 
to a satisfactory | 
Of competence 
Once settled in though,] 
the game beco m es great 
fun toptay and the Incen- 
tive to beat my previous 
time kept m* going for 
qufta a while. For such a 
small sprits the plane sur* 
prisingty jerks around a 
lot but otherwise the 
graphics are fine and 
mtvs their purpo-a* w*4l. 
There Is no tuna end the 
sound effects are Httte 
more than the constant 
drone of the engines. 



NTATION 72% 

Unclear option screen but good instructions, 

GRAPHICS 67% 

Plane nickers slightly but good instrument panel. 



Feeble spot effects. 



% 

Difficult for a notices. 

ADDICTIVE QUALITIES 68% 

As appesMng as any flight aim to an expert 

VALUE FOR MONEY72% 

ft you're going to buy a flight sim. this may be worth n 

OVERALL 78% 

A highly detailed flight simulation. 
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Retailer* doa'l always have everything in stock you might want, but if It'* wttb ln _ 
power to get it for you, than we will. ANT of the software reviewed in this OR ANY 
issue of AWTlX can be ordered by using the form baJow. 

But to a void d i sa ppoi n Linen t please ring f i rst to check avaiia bttity of u n usual items 

AMTIX Mail Order i* backed by the resources of New*field Ltd, publisher* of th 

magazine, CRASH Mud ZZAP! which has been supplying more than 150 .000 computer ^~ 

u*er* with software for over 3 yean, so you can be sure of the very best in service ar 

Then ft no mai order catalogue involved, just use the prices quoted in the reviews ~ 



the number shown on tho form and our staff will advise you. 

fJL% DISCOUNTS GAJ-ORE! 

Anyone may take advantage of the diecovnrt coupons on the form - £1 off 
worth mora than £20, and 50p off orders worth more than £10. Additionally, 
Subscribers are automatically entitled to further discounts on every item ordered, We 
make no charges tor post and packing (within the UK). 

Nothing could be simpler — nil in the form today and order whatever you litu*. 
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1 £1 off any order worth more than £20 
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Total enclosed £ 




SOp off any order worth more 


than £io 
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PLEASE NOTE Some software reviewed may not be available until its release date H you are in any doubt 
atoutaueJabtty please nog first We cannot be held responsible for delays resulting from late or non-release 
of lilies when previewed before their official release dates were known 

Aw pnees art as quoted under review headings or known retail prices and include VAT AMTIX makes no 
charge for post and packing reside the UK Customers m Continental Europe should add the equivalent ol 
70p per item ordered Outside Europe, please write first so that we may advise on postage rates 

Haw to pay: Please make c he qu es or postal o r d er s payable to NEWSFIELD LTD, If you wish to 
pay by Access or Visa plena fill in the term below. Plane do not send any coinage. 
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I wish to pay by Visa Access {delete as appfcea 
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it *i« only delay processing your order and may resutl m loss 
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HYPERBOWL 



BIHMKTn 



Mastertronic, 
£1.99, joystick or 
keys 

•jyoerbowi' is a type of space 
^Thochey, the objective being 
simply to score more points man 
the apposition. 

Two space ships fight it out in an 
attempt to move a targe disk (or 
puck) either into mew opponent's 
goalmouth tor two points, ex on to 
the goaMme {situated behind the 
goals) for one point. The goal lines 
are effectively the two and bound- 
aries of the huge oblong piny mg 
field The top and bottom bound- 
aries act as a deflector shield pre- 
venting both the disk and the 
players craft from leaving the play- 
ing J 



The top row of live ships increase 
in ihetf speed capabilities from left 
to right and have non-homing 
shots- On the other hand the sec- 
ond row are not so fast but have 
homing-shot capabilities in vary- 
ing degrees. That to the left has a 
20 per cent homing missile rate, 
with each ship to its right increas- 
ing in strike rale up to a maximum 
of 75 per Cent 
The top of the playing screen 





The first thing thai stnk« 
you are the ertr*m*ty 
Smooth scrolling vector 
graphics- Unfortunately th* use 
d( colour in m* piny ing »t*m it 
poor, being limited to Tour col- 
ours There Is ■ nice tune that 
accompanies th* option 
screens, but the sound affects 
are spar** using only whits 
noise. On the ether hand, th* 
gamspiay is good - once the 
controlling of the craft has bun ' 
mastered - and the game 
become* rather fun to play 



The two ships are able to move 
the riHtk by either shooting or ram- 
ming it. there is a Ship option 
screen, at which both players (it in 
two-player mode) Can choose 
from a list of ten different ships. 



i Heed mis s lot - there s a 
greet t eebng of bwng 
there* created by the 
superb way the ships move. Actu- 
ally, its realty clever - you Bunk 
you re bashing s ball around but in 
(act the batl never moves, the 
screen moves around it. Although 
the colours ore a M ot a let down, 
it's greet fun to piay and i would 
ra cu rt irnend everyone lo take a 
look at it - especially as it is Onty 
tw ijuid 1 



shows the Immediate vicinity 
around the disk, whae below that 
is the overall map of the playing 
field Ships can fly off the screen at 
anytime When this happens, the* 
position is indicated on the overall 
map 

When a player is oft screen, he 
can still direct his ship by use of a 
directional arrow, whtch is situated 
on the control panel. Pushing for- 
ward on the joystick accelerates 
the craft while pulling bach stops rl 
dead 

In one- player mode the compu- 
ter assumes the rote of the second 
craft The player then has the 




choice to either pi ay a smgi« game 
or to take pan in a tournament. 




found HYPERBOWL 
much more enjoyable 
than XEHO because rt has 
much mors scope and require* 
extra skill Th* abrtrty to se l e c t 
from several different ship type* 
add* to th* mcitonwnl, 
each ship having hs own special 
afsflti**, Th* unfortunate bug m 
th* gam* where the ship 
bounce* oft Mnes that do not 
*«ist I* rather irritating. One*, 
you get the hang of regaining 
control though, this bug Can be 
used to your advantage. The 
speed of th* gam* is amazing 
it th* presentation. On* 
budget gam* that I would be 
happy to pay a Irttl* more foe 



The computer opponent increases 
m skill with each successive win. 

Games last for five minutes, with 
the winner being the one who 
obtains the highest score. 



Presentation 76% 

Plenty of gamepiay options, 
and an informative inlay 

Graphics 60% 

Sparse vector graphics 

Sound 65% 

Good tune but can be repeti- 
tive 

Payability 74% 

Straightforward gamepiay, 
although the controls proved a 
little awkward 

Addictive Qualities 76% 
Plenty to keep you interested 

Value for money 79% 

Well worth your two quid. 

Overall 76% 

A simple, but recommended, 
budget game. 
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Code Masters. 
£1.99 cass, joys- 
tick or keys 

Although Code Masters pnfy 
launched their first product a 
few mourns ago, they've already 
cornered ?5% o* the software 
market and currently rank as Bri- 
tain's seventh lop software house. 
Wrtti all the celebrating that they 
neve been enicymg. it's sur- 
prising that they've had the twine to 
put any more games out - but they 
(ust keep comingl V&mpwe ts one 
of their three new releases this 
month and takes the shape of an 
old friend - the platform game. 

The accompanying storyline. 
which could have come straight 
from any Gothic horror novel, teas 
of Brok the Brave, the mam charac- 
ter who you control In the mystical 




This type of game has 
always bean a favourite of 
mine, and this one is no 
exception The energy oar idea is a 
great help as It is inevitable that 
the character will make contact 
with at least one attacker The 
graphic*, although amal. we weK 
defined and of Ibe same quality as 
JET SET WILLY Code Masters 
have once agam produced a good 
quality game lor which no one 
Should Object lo forking Out two 
quid 



to play with, a player should keep 
a careful aye on the energy bar at 
the bottom of the status window - 
when it c*Op» 10 a dangerously low 
level, its time to hunt out some 
f odd This is instant ty noticeable as 




SUPER ROBIN HOOD 



country of Hawklend. The objec- 
tive is simple - you mu 
Dracuta, the meet evil vampire of 
ail time. 

Than ere 95 screens, all of 
which are built up in a similar fash- 
ion They ere constructed ol bricks 
(which make up the vast majority 
of the platforms), wtthaccomparry- 
•ng decoration such as ornate 
chairs, tables, pictures and the like 
- in fact anything that can provide 
a place to leap from. The castle in 
which the action takes place is fil- 
tered with Drecula's evil minions. 
Ml of whom want to see Ook leave 
this mortal coil. With only one life 



Initially VAMPIRE looked 
like a normal 'rush It oul 
quick platform gam*', But 
t few iTurtut*! of play it 
began to grow on me. Although 
the character* are mainly quite 
amal they donl appear at ail 
j inad eq uate, and the majority of 
(twin are animated quite well 
Moat of the ecreeni need quite a 
bit of time spent on them If you 
are to discover the most suitable j 
route, but the more familiar you 
become with them the further It 
la poaatbte to progree* Into the 
game. I've been playing VAM- 
PIRE quite a bit end I'm nowhere 
raeehlng it yat, but It has 
e moat enjoyable chef- 




it always fleshes attractively. 

As with any platform adventure, 
certain objects need to be col- 
lected and secret passages wail 
to be revealed. Three specific 
objects must be found and used in 
order to overcome theovrt Dracula. 
Drok is then transported into deep 
space where the final confronta- 
tion takes place. 



Presentation 72% 
Pleasant attract mode with an 
informative title screen 

Graphics 66% 

Nothing spectacular, but very 
good use of colour due totho 
spill screen. 

Sound 28% 

Not hung special - |usl a few 
warning bleeps, 

Payability 70% 
Instantly enioyabie with little 
frustration. 

Addictive Qualities 

67% 

Theres a definite compulsion 

to solve the game. 

Value for money 70% 

Atypical budget game-worth 
two quid, but nothing more- 
Overall 68% 

Not exactly innovative but very 
enjoyable at the same. 



Code Masters, 
£1.99 cass 

Philip and Andrew Oliver seem 
to have moved away from 
Pie yen. for whom they produced 
KtitApede. and have turned to 
Code Masters to release then 
latest game - Super Roinn Hood 
This is a platform game that puts 
Robin m Nottingham Castle, with 
a final objective of scurrying up the 
east lower and rescuing the lovely 
Maid Marian. 

Keys can be collected on most 
screens. They can either open up a 
route to new screens, or simply to 
start up the litis - vital II Robin is to 
complete hrs task Before Maid 
Manans chamber ■* wealed to 
Robin, he must first collect all the 




I'm glad they included w 
opeon to turn off both the 
speech and background 
scenery. Frankly, the speech was 
extremely annoying end dkt 
nothing (or the game - and the 
scenery was Just plain garish. 
Robin can onty be described as a 
cute Hbe character When given no 
ins tr u cti o n , he stands around and 
inspects trie scenery The layout (t 
such that you doni have to go 
trudging around multiple screens 
juat to find the next heart, wtecti 
gam* me the incentive to carry on 

Super robin hood * & pies* 

ant platform puztfe gome thai is 
worth two quid of anyone's money 




hearts that have been scattered 
about the castle, No easy task - as 
on each screen there are Guards 
which fire crossbow bofis ; Spiders 
and Fireballs that reduce Robin's 
health points, and a whole host of 
other obstacles that will try to inp 
up, causing him to fall long 
distances TO offset the continual 
pounding ihat Robin receives, 
there am tablets on certain 
screens which increase his health 



J=?J Code Masters have cer-l 
*V \ tatnty got oR on the right 
foot with another very 



score, which rambles on through- 
out the game. The options screen 
allows both lo be turned off There 
is no instant joystick option, 
instead the re-defoe keys option 
must be used in conjunction with 
the joystick lo achieve the deseed 
effect. An option is also included 
to remove the leustraied scenery, 
leaving a plain background. 



good gam*. Itlia ptty (hat the 
digitised speech couldn't have 
been a bfl baiter, but then it does 
take a tot of memory, The musk 
aku tends to a bit rapetrtiv*. but 
rt is quite Jolly; even ft ft H not 
quite in keeping with the atmos- 
of the program, fne 
problem Is 
gemeptey, it can be 
dWAeutt to master 
around the screen*. For all Ka 
short comings. SUPER ROBIN 
HOOD has ■ certain addictive 
ingredient that ehould keep plat- 
for hours. 



potnls by thirty When these are 
reduced to below zero. Robin lies 
on the floor and free on arrow into 
the air. 

Extensive speech is featured, 
mostly of the "Help me Robin" 
variety. There is also a musical 



Presentation 75% 
Nice loading screen, plenty of 
gamepley oplions. 

Graphics 61% 

Simple and colourful, but 
garish when the background 
scenery « visible 

Sound45% 

No sound effect*, but optional 
tune plays alt the way through. 
Badty digrtised speech 

Payability 67% 

Controlling the mam character 
requees practice, 

Addictive Qualities 
66% 

A pleasant fun game eaaMy 
returned to. 

Value For Money 85% 

Well worth two ql 

Overall 69% 

A simple but puling platform 
game 
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SAS ASSAULT COURSE 



Atlantis, £1.99, 
joystick or keys 

A one player game in which a 
single character is guided 
through «n assault course consist- 
ing of platforms, rapes, swings, 
ladders, water pits and wan 
pari at the SAS training schedule 




TNs pew no problem* 
wtutiotvtr. wHti the 
screen layouts being sim- 
ple \q negotiate and just a mat- 
ter of choosing the correct icon. 
Although there t* only one mov- 
ing character on screen, the 
graphics era surprisingly slow 
and jerky. Sound effects are 
minimal and there is no tun*. A 
poor, uninspiring game that 
requires next to no concentre' 
Hon, 



Before the game commences, 
there is an option screen which 
aNows a handicap to be set. This 

can be either twenty, ten or three 
seconds. 



two. The bottom section shows 
the 'side on' view of the particular 
status displays: Screen, Strength, 
Bravery, and Endurance- The 
Screen display starts from zero, 
and counts up after each complr; 
tion pf a course section while the 
other three count down from ten , If 
an incorrect icon is activated, or if 
the character should fall off a plat- 
form (or one of the other obsta- 
des). the strength and bravery 
totals decrease by one, Endur- 
ance also decreases by n single 
point If too much ttma rs spent on 
a screen, 

The exercise cornea to an 
abrupt end if erther the strength, 
bravery or endurance figures 
reach iefo. or it the character 
drowns- A screen then appears 
informing the player of what hap- 
pened, and depending on what 
stage of the course was reached, 
the time iaken to get there - an 
overall percentage mark is 
awarded. 

The .nm is to simply obtam the 
highest percentage mark possible 
- and/or complete the course. 



- 
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The playing screen is SpNl into 
area of the course to be 
negotiated, while the top third has 
the status displays and the action 
icons. Each of the sjk action icons 
controls a different athletic feat: 
Jump, Climb Ladder, Climb Rope 
Swing, Balance and Crawl. These 
options are accessed by moving 
the joystick upwards, causing an 
arrow to flick through the icons. 

Directly below are the four 







Atlanta have once again 
presented us with a poor 
^ game. SAS ASSAULT 
COURSE la easy, stow .boring and 
not worth its asking once. The 
sound effects are of the ear-split- 
ting, leefh-gnnding variety - and 
put me oft before l even started 
After at that, there is no in-game 
tune to apeak of Do yourself a 
favour and leave this one 
atone. 



Presentation 35% 

MMmal information given on 
inlay. 

Graphics 34% 

Poor graphics wrth a (erky main 
character 

Sound 29% 

i rw. and ne *t to no effects. 

Payability 36% 

The icon system isn't really 

necessary - It's more ot a bkv 

drance. 

Addictive Qualities 

32% 

Much too simple to be any fun. 

Value for money 31 % 

Not enough involved io justify 
even this m e ag r e sum. 

Overall 33% 

A bland and unimaginative 
platform game. 





PROFESSIONAL 
SNOOKER 



Code Masters, 
£1.99, keys only 



This latest offering from Code 
Masters incorporates all the 
rules ot that very popular TV sport. 
The program is a two-player only 
simulal ion (with a one player prac- 
tice option | viewed fnxn above the 

table. 

Players use separate keys 
enabling the program lo distin- 
guish which player is at the table. 
Player One uses the space bar, 
wfwe player two uses the enter key 
- thus making it impoSSiWe to take 
a shot out of turn. 

Pressing 'O' causes the 
snooker cue to appear beside the 
cue balThe same key is then used 
lo rotate it around 360 degrees, 
this allows the cue bait to be aimed 
ai the desired object ball. W" and 
E' are used to rotate the cue by 
small increments, anticlockwise 
and clock wise respectively. When 
the cue is aimed, (he object ball 
appears, totally or partially 
obscured, behind an enlarged cue 
ball ai the lop of the screen. This 
gives a head on view of the shot to 
be played, and allows minor cor- 
ructions to be made in position. At 
the centre ol the cue ball >s a small 
black dot which acts as a marker 
to show where the cue vrti strike it 
Using the cursor key$ il is possible 
to move the dot around l he ball, 
efiective+y causing rt to spin. 

A single press of the appropriate 
shot key causes the cue to move 
back arid forth behind the cue bail 
On pressing it a second time the 
cue will strike the ball. The strength 
ot shot rs determined by the length 
ot time elapsed between the two 



T ho snooker bad* mflrt 
relal Ivary smoothly, nut a* 
the game is in mod* one 
coloured balls are some- 
what indtetinguiahablfr from 
each other, The enlarged cue 
and object ball which 
In the top comer of the 
come in very handy; and 
m an e me pfnepny mucn more 
in te r — ti ng. PROFESSIONAL 
SNOOKER becomes fun to play . 
but only after a fair amount of 
practice, as positioning of the 
cue takes ■ while to get used to. 
A re a sonable snooker sknuta- 
tion that incorporates all the tea 
tunas at this vary popular sport. 



Sncdkargajnes have never 
been very good on micros, 
theyamusualrytoodirTicutt 
and lacking m reaftsm. PflOFES- 
SIQNAL SNOOKER t* welt pre- 
sented, and has tackled many of 
the usual problems connected 
wrmmrttyrjeolgarne-butrtiSstat 
too unrsakstJC tor me. The 

SaphJcs gkde smoothly around 
e Screen , and the method of atnv 



irvg is the best I have seen on any 
version of snooker. Snooker 
game* are getting to be o»d hat 
nowaday*, but it you don't already 
own one than It might be a good 
idea to invest m this. 



successive depressions The shor- 
ter time taken between the two 
actions, the more powerful rite 
snoi will be end vice wmi 

After each legal pot ot a red ban, 
a colour must be nominated 
before piay can continue. This is 
achieved by pressing the corros- 
key (two to seven). 
at which point the chosen bail will 
flash on screen. Pressing any key 
allows play to continue 

Foul shots are indicated in a 
scrolling message window at the 
top of ihe screen, with appropriate 
compensation oemg awarded to 
the opposing players score. 



Presentation 60% 
No loadmg screen, nicety 
explained instructions 

Graphics 51% 

Smoothly moving, but distin- 
guishing between the coloured 
balls can be difficult. 

Sound 19% 

No tune, mintmai effects. 

Payability 65% 

Easy controls, but judging the 
angles proves drtf icutt. 

Addictive Qualities 

58% 

Frustrating at the stan. but 

becomes more enjoyable with 

practice. 

Value for Money 63% 

Worth a look at rl you're a 
snooker buff. 

Overall 59% 
A competent snooker simula- 
tion 
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Elite, £8.95 cass, C14.9S disk, 
joystick or keys 



arcade 



If you've visited an 
recently you may have no! iced a 
peculiar beast, it's carted Space 
Harrier, and takes the shape of a 
normal arcade machine - with one 
important difference What makes 
thrsgarne so special is the addition 
of hydraulic arms attached to the 
pilot's seat, which swing the 
player around exactly in line wilh 
hit or her movements on screen. 
Elite nave tied up the licensing 
deal, and now re l eas e the er*n-op 
classic fa* the home computer 
market - wtlhoul the hydraulic 
add-ons. 

Taking control of a Space Homer 
- a ru-tech fighter ol the future - 
your task, is simpty to save me 
planet from an in vacing alien force 
Equipped with a Jet-Rack and an 
Ultra Gun, the Space Hamer 19 
capable of taking to the skies to 
destroy anything which stands m 
the way of freedom 

The action lakes place on on 
open ptam. strewn with hazards 
such as trees, rocks, large 
otttKtfcs, and mushroom -shaped 
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SPACE HARRIERS a last, 
-ill -net ion vector graphics j 
game, that left me totally 
confused. I still cannot 
understand why t could | 
pass through some seem* 
ingry solid objects - and I 
die immediately on con -J 
tact with others. Collision [ 
detection apart, the | 
graphics are very nice, 
with good use of colour 
and reasonably smooth 
scfoWng, The sound 
effects added 10 the mree 
u UB we i H tunes give the 
game atmosphere. Taken 
for what rt is, and not com- 
paring It to the arcade 
game, it's a good fast, fun 
shoot 'em up. 



obstacles. The actior 

from behind the ru-tSCh fighter, 

with the oncoming foe hurtling 
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SPACE HARRIER hi 
game that you'll either 
love or hale, depending 
on your Joystick skills- To 
me fl was 1 fafrty good 
effort at a game that 
depends greatly on speed 
and pretty graphics. The 
wire-frame graphics 

worked fairty well, but 
tended to confuse me on 
occasion (and sometimes 
resulted in the needless 
loss of a life}- Green 
screen users should find 
the colour scheme to 
their advantage- The 
music was very good, 
reminding me of the 
Blake's Seven theme 
tune. There are different 
theme* lor different 'end 
sections * of the game, 
and a classical piece for 
the high scon table. A 
fairly good go at a game 
that could not really have 
hoped to be converted 10 
the Amstrad In arty recog- 
nisable form. 
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Well, what could 
expect from a conversion 
like this? SRACE HAR-I 
RIER the game is there, 
but without the hydraulic* 
it's not the same. The 
arcade machine basically 
consists of a load of very 
clever effects that add an 
extra pinch of excitement 
to a game which is Irttte 
more than a 3D shoot 'em 
up. Now that Elite have 
taken away all the effects 
and just left the gam* rta 
pretty meaningless. ITS 
not the SPACE HARRIER 
thai we've come to know 
and love - its just another 
3D wire frame shoot 'em 
up. On the mere positive 
side it's relatively addfo 
live - a case of 
one more go 
However, it isn't that play- 
able - everything moves 
fast so you think it moves 
smoothly, but lake ■ good 
look and see how 
aliens jusl appear 
from {and disappear Into) 
nowhere. " The solid 
graphics that are there 
pretty up what would 
have Otherwise been 
quite dull. Music is well 
implemented. Despite 
contrary opinions don't 
expect to get bowled over 
or exhausted by SRACE 
HARRIER because it tsn'i 
the gam* you might 
Imagine - just enjoy rt for 
what it's worth. 



along the landscape into the loreg 
round at an alarming speed, Most 
of the aliens fly <n preset forma- 
tions, erther coming from behind 
or ffying towards you. 

The frame action is spread over 
18 levels, with the ultimate objec- 
tive being to amass the highest 
score possible. At the end of every 
other level an odious dragon 
appears -signaled by a change of 
the in -game tune. Several shots 
are needed 10 obfiwate the crea- 
baa 

The Space Hamer begins with 
ftva Hves , losing one ovary time he 
col lidos with anything on scr een. 







PRESENTATION 60% 

Good loading screen. Useful demo mode. 

GRAPHICS 65% 

Basically wire-frame with a couple of sofcd shapes 

SOUND 88% 

Pleasant tune plays throughout game, Sample spot FX, 

PLAYABILITY 67% 

Frustrating, due 10 the n»gh speed of the grap' 

ADDICTIVE QUALITIES 68% 

A challenge thei will have some people corning back for mom 

VALUE FOR MONEY 62% 

Pricey for just another 3D shoot em up. 

OVERALL. 70% 

Not Space Harrier at you might know it. but fun to play a* the 
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MAKE OUT WITH ThTcomV 




MIHXI T SHtfrrS^WlArSHmVCAPVBJMDERS OFFER 

AM quoted prices Include VAT, post and packing (UK only). Continen- 
tal Europe and Overawm, ptoifeu add £2 »jrtrB per item ordered 

I M> ■pptnpcuit* ItirMrt—) «xJ M «i th» k«m ri Woe* CAffTALft [ 

□ PImm eond mt, , . - AMTtX! T-*liirt(*) «t C4.50 Men 
"] Ptaeee Mod roe. . . . AMDX! Sw«atsh>rt(s) at EB.ftS each 
PI«M*ertdm». AMTIX<C»p<*)*te3-ttOMCh 

PlttHHndm* AMTIX! Binders* at C4.50 each 

*» m mj m 

«Name .... 
^L Address 

H§/ B Posicode 

r/ I endoee C made payable to* AMTw 

^L Cheque* or poslal orders only ptoSM. 



»RFVIF.VvrSf 



There have been board games 
stout the great British sport 
of football, and there have been 
many computer games about fool - 
bait - but COS are -the first to com- 
bine the two This simpte but etiec 
trve idea « put iFito practice m 
dough's Football Fortunes. 
" board game which uses 
the compute/ as an assistant. 
Football Fourtunes sets two to five 
players in competition as Mana 

Kot the* own football teams. 
a* football managers, they el 
anbttton - to take 



l«**i 



BRIAN PLOUGH'S 



FOOTBALL 
FORTUNES 



CDS, £14.95 cass, £17.95 disk, keys 



-ZJU&of 



an unusual 

to a computer 
f! I've rseHy enjoyed 
playing FOOTBALL FOR- 
TUNES - luckily there's 
always been urnHm to 
play tt with That r» where 
the game teJta Hat - you 
have to have a group 
people who want to 
new ea c ele n t party 
gam*, but the question 
wW anyone drag out their 
Amstrad to play It? 

The package Is super- 
bly preeentedL The board 
» vary eiear. aa are the 
various cards, and I was 
laft in no doubt as to what 
was happening, Ufa wmt- 
what akin to Monopoly in 
it's deeangs ■ although 
this time you're dealing 
instead of 
The on- 
to 

■gain vary clear, and It la 
evident that a lot of care- 
ful planning went into the 
layout 0* the rrwnus.lt you 
have a computer orien- 
tated family, then this can 
fun-** long 
don't drag 
on too long. I enjoyed it 
and I'm sure It wM haw a 
deal of appeal, 



their team to the top and make hMs 
of money m me process. 

The board 15 set up in a similar 
fashion to a Monopoly game 
Every player b given an amount of 
money to play with, allocated a 
team, a counter and the remaining 
team cards ant placed m the centre 
of the board to use later on m in? 
game. The cards represent players 
- goalkeepers, defenders, mid- 
fielders, attackers and substitutes 
They *i possess a different value, 
ranging from 1 (hopetess') to 5 Ire- 
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airy rather good). The teams begin 
with one goalkeeper, three mid 
fielders, four defenders and three 
attackers and two substitutes - 
known as utility players who am 



-tL*v< 



I found N vary difficult to 
b elieve that anyone 
would produce a game 
like this, to ma the whole 
idea seems like a non - sol - 
ler. Wsi CDS have, and 
they've mad* quite a 

Cjob of it. The pee- 
ls W*lt presented 
fun to ptay, 
I'm not so sure 
that ft a« appaal for long. 
My only real quibble* are 
that the instructions 
a**n*i as easy to foftow as 
they could be, and that 



any- 
thing to the game - Joyce 
doesn't realty do anything 
that a couple of dice and 
a few 'chance' 
couldn't hava dona 
fraction of the cost. 






8W«| 





^\ i 



xMr>r 



i 



l hi I 

AWAT for 
wh**i faced with • 

duel tike thia, the main I 
question i* what does the 
uynpiitw Mid to the 
gnme? Not a great deal in 
this case. The computer 
produces 'chance' cental 
generate* the 
fixture*, but that hint 
realty much. A* • conven- 
tional board game, If* 
good fun - though any 
game about football it 
going to do well. AH me 
component*, such aa the 
board, card* and eo on. 
are good quality- The rule* 
could have dona with 
• little clearer on 
some point*, but gener- 
ally a little commonsense 
and a thorough rea d i ng of 
the rule* should clear up 
confusion. I found 
thai winning was more a 
question of luck than ikM, 



<a©aWeol playing any position 

The strength of each individual 
player «s selected randomly by the 
computer and, having sorted out 
me cards and dealt ihe money, the 



season can begin As in convan- 
tionaJ board games, a dice toroaed 
and the players move in turn 
around a board - the difference in 
this game is lhai the computer 
"rolls the dice. Landing on seen 
square iproduces a different out- 
come. These are mostly computer- 
generated and include: financial 
problems, selection problems, 
transfers, wages, luck, sponsor- 
ship and other team related inci 
dents. 

When all the players have taken 
a turn the actual footy matches 
can be played, lb ensure fair pJay, 



the computer requests the current 
total values of attackers and defen- 
ders. The results are then worked 
out according me the stregthe of 
the players on the opposing sides. 
They are then displayed on screen, 
along with the money earned atthe 
gate, which is distributed amongst 
ihe managers. 

The season consists of eleven 
matches between twelve clubs. Al 
are in the same division, and have 
the same objective of scoring as 
many points to make it into the 
League or The Cop 

If a manager is running short of 
money a deaf can be made with 
hie contemporaries for the loan or 
sale of a player - players may also 
be bought by the bank. New 
players come info piay when one 
of the managers lands on an sue* 
t«n square A new player is taken 
Iron the top of the upturned pack 
of remaining players and me man- 
agers are left to bid and fight it out 
between the mselves 

Any length of play can be agreed 
by the managers at me beginning 
of the game - the minimum being 
two seasons Afternatrvty a 
■pacific time limit can be set. 
Either way you've still got to make 
your football taurtunel 



[NTATION 

Pack comes complete with board, cards and everything i 
needed. 



Simple but effective. 




Few spot effects - nothing special 

PLAYABILITY 72% 

Easy 10 start and as you learn it you can piay better move* 

ADDICTIVE QUALITIES 65% 

Has the same fascination as a Monopoly game 

VALUE FOR MONEY 60% 

Lots of bits and pieces In the package - but its slid a btt sleep. 

OVERALL 76% 

A good I amity entertainment game. 



yg tW* 




DEFENDfR 



• ■■*> (.«■ f i III rt« M 



- 
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kBEVJEWa 




500cc 
GRAND PRIX 



Acti vision, £9.99 t joystick or keys 



Ever fancied having SOOcc of 
raw mc4ofcycle power bet- 
ween your legs? VVeiJ here is your 
chance in Acthrtslons SOOcc 
Grind Ffa - a one or two player 
moiortuke racing simulation. 

In two-player mode both par- 
ticipants can see their own bike 
and the track ahead on one halt of 

lipBJ KNMn Pi.ivrr Om (the WUt 

b*#) on the left hand side, end 
Player 'Two (red bike) on the right . 
compete against each other and 



ydU&*€% 



Ifs been quite some time 
since we've seen a decent 
racing game on the 
Amatrad- SOOCC GRAND 
PHIKisnl perfect, but H: is 
still qurte enjoyable. Th* 
araprwca (oaapna being a 
Ml Chunky) am used quite 
w*H, and t very rarefy 
became confused to what 
waa going on. The one ' 
surprise that I did get 
from SOOCC Is that you 
cant coMde wtth arty of 
bikers- you just 
happtfy zoom peat them. 
This is quite an j 
as you don't keep coming 
off the bike - the onto stay 
that a crash ts poaame la 
by 

riers on the aide of the 
road. It's a pity that there's 
tune, as music would 
have added an little extra 
sparkle to a game which 
is Just missing a ItiHe 
something that pi events 
ft from being excellent. 



four other computer controlled rid- 
ers Pushing the |oysttck forward 
accelerates the bike and pressing 
the fire button whan in thts position 
steps the bike up one of the four 
gears. Pulling back on the joystick 
decelerates the b#*e and similarly 
pressing the Ike button knocks the 
bike down a gear. Banking left end 
nghi is achieved by moving th*? 
joystick in the appropriate direc- 
tion. Holding the fta button pros 
sed while doing so causes the bike 
to move quicker across the screen 
m the chosen direction. 

The cycle's dashboards appear 
at the bottom of the screen They 
consist of a speedometer e rev 
counter and a numerical gear indi- 
cator. At the top of the screen is an 
overall map of the circuit, flanked 
by the race limes of the two com- 
petitors and the lap number of 



r/jg£S 



joystick responsel 
makes SOOCC GRAND 
PfllX very hard to get 
used to, aa early b ankin g 
of the bike la rvgukad rf 
you wish to ee+ety 
negotiate the bends. The 
graphics, being In mode 
nought, are vary colourful I 
wtth smooth track scrot-J 
ling. Unfortunately the I 
movement of the bikes is 
not so smooth, and they 
tend to Jerk across the 
s cr een. But having Mid all 
that, with a lair amount of 
practice the game 
becomes enjoyable to 
play and a lot ot fun. 

each of the six riders. 
The races are earned out on a 



^rXn, 



The greatest problem I 
with SOOCC OfUXNO PRIX 
Is the joystick response - 1 
it's too slow to start oft 
with, but once Into thai 
race it becomes too festl 
The graphics are used to [ 
tairty good effect, 
mow* at a constant speed I 
-even when there are sav- 1 
eral things on screen. The' 
sound is the closest rep- 
resentation of an engine I 
have heard on ■ micro, 
but It is stm quite far 



SOOcc Is 

for a whil«. Out I 

win hold my interest 

long. 



if it 
for 



selection of major circuits hum 
twelve countries, all of which must 
be negotiated K the riders choose 
to enter the world champiOftshjpa. 
Selecting the training option 
allows the nder to practice over 
individual circuits 

A race ends only when ati of the 
sir bikes have crossed the finish 
mgtine. 




Nice demo mode, plenty of options 

GRAPHICS 76% 

Smooth scrolling backgrounds, marred only by the jerky bikes. 

SOUND 28% 

Normal motorbike effects. 

Generally good but let down by sluggish gi ap ht c* - 

AOOICTIVfE OUALITII 

The two-piayer option makes ft great fun to race against a friend. 

VALUE FOR MONEY eO°/o 
Could have been more cornpetffivery priced- 

OVERALL T***/o 

A pleasant racing game from Loncieia. 




BR&VH 




THERE'S Lit 
AND PRESS 



LIES, DAMNED LIES 



Ihrvmtw r* pddm down here in luHluv. atlheitmeoi w 
hi y\ ii heart •• 

In know ll il is ttoifiK '" ' 

j hriN- mtt ll • ninths Ihert'S mi ITIih 

loped at the nuum-ril A hi! 

I in si rjpt" VKW rprl-h i : mr 



jl(l Ik Within .1 COUpIC i ' WUfd and 

K t i 'ii Mj.'.i hrf> already lieen n 

,idt s|in,it,|lKin 'VjOMSth- ""' " sri1 

I 
i .about il |uii<i rvn'l .1 martial .in rli.il reti< 
rinrn! lei [mt PS Ibe overall coot eiit i>l |udo is in (■ 

ainppUns itui'Vs' 111 Oh rtu^t In- taken 

'Owing your npponeni to the iIimii Ih« 
lion* and olhci 1 w m Wo w n 

. >■ vuii 1. .1-- .11 : jI Ihrrivfc 



Mjrtrih an? going lo !*• qur«inj 

W,ifs li s based on ihe 
U lind out 

int lurie ( .idh J i < 1 ns/iiN 

Vrrx * Visit,' nv n ip 

Calling <n plalfor Grrmftn 

Graphics tuiidK .long 



er Ian Si' 



Grrmftn 
itong 






thai 011 ihr new* pag»". Grei 

■ 
underway 1 

Mvvssimv i realms hi Ini) 
rsMH-< have Ihe Mend stiiniilini.: K 
[rri !>> the inMiiK i>r OhMonfoin 

1 'lit lljl V. Illl ,1 

Ityi - t'trjitru/s Ir.ipOooi 

Piranha 



CAUGHT IN A TRAP 



Ali$a*a have recently #wn the Anrsrra dm 'verviono4fc 

. ifilim^ shfHii em up wh* h wat wi v> rtfi mixed <<pnv 

They re onw about In publish arMMhef "njCommo- 

rJon? ganw< - I uny ( rnvvthi-r Trap M 
thinking mjn'i shoot 'flfn up I hen?'* a fair bit lo do before the 
blasting tan tM-jirn *\sp.n it rati mutfbesefectedand 

■ by your firuni iai l 
t rapissptiitotothfeestafpf rrttftntbiatintheM*reai he* 
01 ihr galaxy where the tighter under your ( ' mirol imifl avoid or 
Was' ihai Uxnwer down into iheicrottifif »p*c*«cap* 

aciion continues in Ihe /arkah valley rompkie with riven, .mil 
tetfofcourageand intelligent? Ihefwdl wctjonplaies 
<>m your fighter on a distant plain it s designed lo test 
iii determination on foot The overall objei iiw 
1 1 r, -1 m y of I he ful ure, whk h will .1 ' 
yoAi | lo h.ise and pure haw a bigger .1 nd better I igbler ll \ 

then lime to head oh and blow the ftiLthv m imin oner nv 
I do Wie all ibis violence, don't youf 

RICHARD EDDY 



Cia yMramMM Mtitit 
il iinii iin i|iii at 



pn Id Had 1 

into i m of tumor 

«*WVMBC«I»I««T 
«ftttfhHl"OTHf Trip 
•HKJSoiic 
tf4ttHMI 
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BREAHE\y<)£* 











ffm sta|§*i CMtti tot- 



BACK DOWN THE DUNGEONS 




nm 



'I I I i'1 Boil < 













bonk 










Eicipf fr 
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WfWM 



PHEW! WOT 
A SCORCHER! 



The iahnf addition to Mdkxmtt* Houw's Amttud tfabfc' 
TKroni of Fir* by Mikr ^nfilcion, the author q^ Doom- 
iUfk > RrvmRi' T H r o n t Of FI r ■natambmli^mcpUypd 
bylvrt>pLy<TsaKJin-4 j computer opponent, or ahwnatrnfty * lone player 
can uke on two computer opponenti - 4il ptaying MmuiMmi >• 
eaK h j ihft v ifilit) \lfLRjtl** fx.>twwn the mjto of Kmjt Alhw ik 3nrfi\ 
pbvrd JK.»»n>r a h* kdropdcpK i'"K J humms C n.»dH Edihpnmr jnm 
towcik'Throm Of Fir BracaftadbytMi I.h<' urhti, iiwj 
ypyr obfetiiw iy to hack ihe other two In dearth w lhar yog tao j* h»ew 
your burning df^fe of power, 

The very ruiure of I he UruRXJe mcj ny lhal two pla > en may learn up 
jgwnt one before laying inlo each other - duett'*, no*ucb rtiinit as. tJir pla y 
here htowwrt , iherr n one further protagpnrvt - .in irn|u rlu! unr - who 
guard* iHf T h r o o • Of F I r « he mud be overcame before 
you cjn claim Ml victory- ll*«p»«pJBm««ofjhi|^levdciiinlw4ftion, 

IjrhelhriHf^inipjH'MtlmKilfHJjtkTVjri'rrtfitH^irmriJK-iljk-fit: 
plan- ind I'.- ifjjtm'Nwn^Di ifn'ihm* jrcrcm--r.tnilvt hjriRtnti 

You'll fmd out whether the ft»me n is Mumiirm j s it youndv whenm- 
M*h and Tony batik 1 ri our for uhmjic power m the very near future, 

Hi{ HARD ton t motv onto ihe breacM EOOV 





tnl: M,0,P,[$MCEJ 



Control: Joystick 
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YOU PRESUME CORRECTLY, DEAR SIR. 




Dr Livingston* J Presume 

Shiny name u» an m ede adventure isn't it? No 
mailer. It's a new Hdme f«im AlliKala whvi 
the role of M* Statu it on an i 

hi find Df In irtgStone Ac 1 ua lly , I he fact is, Mr S i 
neve* said that >i al I ■ game ' 

cernad th.it'*, netfher her e nor there. 
• n .made adventure wil take you 
through rtwny a |ungle m em* liik-d with <. hallenges 
ih.n must be oven io help Mi St 

solve hi^ quest Typnal iungk> foes inc lude Pigmy 
tribes, man waling plants animal traps, giant birds and 
the rest of the usual jungle - 1 

If you fancy climbing into your Satan jacket and donning the old 
prth helmet, (ben you'll i start ywir efcpedWon ol Man h 

ltd when the |^mt> goes on unfa tie, 

RICHARD ) V«. me *oafn| EDDY 



Ml 



> ton or 

fFfJQOtfllfM 



Ml«UW^ <Wjfl &*i£r wp, OTI 4flrt]l JHmv 
JMIL tlWIIMllh toil iw nf 



pal M tit* palm hM 

mm Mctad up by 



but 

rwlfetrnif id attrir.lt 
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are also thnvng the licence to a cartoon with a view 10 producing 
a red hot lomech program nn the Same the them 

I won't newal anything yet. I rtenn they won't 

make a Boo- Boo out <>t this one! 

fir.mh.i • tied iit> Delta four 1 on rnii 

advf htgn r (or them. Arte* nnVuiing Thv Hobi 
•tfn-rwood'tlieY 'returning to fheG insp*- 

ration 1 hat v •.(ill in the development pro* ess hut 
gel the itiH low-down you II I*' (he firs! In ka 

I ,t*l month we p r e vi ew ed two at Ahotasofi s Amain "• 

Zifeggurar and Triaxo* And I know I I that 

iln-s d U- res k-wciI I his htuv Intl urtlurtun.i 
hnishedwhrn we went lo press We II 
month HoniM 

•\pjrf from lhal Amanda has the grand total of eight front runner-. 
comtng in the ne*l lew months. Thetwo that'll In- >s 1: • 
mhwi ue kitfrr Kmti wftk h m ilin'ir Reactor label Uniten 

hs Byte Engineers, a new team of program met*, "he Vn-iMil ver- 
sion h arriving*: ourtevt of Koss (joodk?) IlTt'HfidcOiFr.tnkvt. 
h- a really m. ary game - pmric 

nasfsans and Challenge Ot rise Goboft am two can 

•th being red* iter the ordinal 

idea Ml through andCboon ressing', Arfola hase a shoot 

mi up coming up - j*o/m*v is the nan- ind ITS lotjll, 



zarjazzl Following 1h.1t there's Stsntw Miner 

shiHil 'em up umii^ .1 -jilit -* reen to provide lwt> vi< 

ouwerea Ian of Century Hutthmson •• rf 1 vrth Ptvttx oi, you'll 
be pleased tolH.MMh.ii il mil .1 gameni .t wrmlar style. 

I he Ban it 

■ Mis ( < ml milt -f .it an an' 
game is purely <. on driven In .1 simto fashion iih Itofaurtri 

1hi>j>rMv;..! mm iTik;niiii[i.iiiv Stirlrithl.iri'.ilxii !nniiKh.*inlte(ili> 
ArHilasnfl Their fir*! re 1 ilntilw ■ 

t*.ir*"*t a r Lite put-t-v 1 at a* llw-t. erilr.i) < ti.n -n t& sl«^«sfi 

VVll ; tint ilv Irrlu- (in i ln»«l , j'Uit 

Ma«ilerlninii •<• next i 

<»iH" ntMresl It) ■ you're lot ks iln-rr II be ■! r t 'vlew 

'mil f'o/om. all ami 
• . Binary Design tlv leant I Zub, Aho on (he 

,ir.> ln\ tskMi i Vi > ten f'i lH'j tliin ami SterTJlOYrm: 
tinues MjIgH f Kriirnn - .MTr r Iht 

Kr.iy,ht Tyme. Thai s your Itii lor ihis month Thi*ti* will be more 

nexl linn- arr i with some rt'SK'ws .irul pnevknnrs 01 Tlw* 

games rrK'nfitjiKfl ! 

RICHARD (Cart • go home 
now*?) EDDY 
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CONVEBSOH TO AM5TRAD BY DR. DAVID A(JB«£V JONES 



CASSETTE £9.95 





SPECTRUM AMSTRAD 



** 



Wpr e Srilvwt f i W4 j United 
Cr*«aiScrtr[.fs4r*he«« W! 



***•- 



